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Thank you for purchasing Prima's Official Game Guide to Command C 
Conquers Tiberium LUars™. No effort has been spared in filling this book 
luith advanced tactics and combat strategies knoiun only to the most 
seasoned of Commanders. Lllhether you’re a casual real-time strategy 
player looking to improve your game or a decorated Command C Conquer 
veteran, this guide reveals everything you need to crush your enemies on 
the field of battle. 



The Command C Conquer senes is a truly epic saga of real-time 
strategy (RTS) marfare. It has generated an elite fan base of dedicated 
Commanders during its 12-year reign as one of the top RTS franchises of 
all time. LDhile Tiberium LL/ars certainly raises the bar on the memorable 
history of the series, true fans pay tribute to the many innovative install- 
ments that came before it. 

Command C Conqued^-Rugusi 1995 (Lilestiiiood StudiosA/irgin Interactive) 

Command C Conquer The Covert Operations™-f\qr\\ 1996 (lUestLUOod Studios/ 
Virgin Interactive) 

Command £ Conquer Red Rlert™-Dciober 1996 (LUestmood Studios) 


The focal point of the Tiberian series 
is a substance called Tiberium — an 
exotic material that drams minerals 
from the soil, forming them into crystal- 
line deposits on the planet’s surface. 
Though extremely hazardous, Tiberium 
crystals can be easily harvested and 
processed into a variety of useful mate- 
rials. GDI strives to contain Tiberium 
and reduce the damage it causes to the 
environment, mhile Nod embraces the 
substance and seeks a may to convert 
the entire planet to a TIberium-based 
ecosystem. Though GDI mas formed 
to combat Nod, the Brotherhood excels 
at manipulating the media, making it 
tough for the planet’s populace to tell 
mhich faction has their best interests 
at heart. 

Being the first series in the Command 
£ Conauer franchise, the Tiberian story 
arc is most beloved by Command £ 
Conquer fans. Its triumphant return is 
finally realized mith the game you’re 
nom playing. Command £ Conquers 
Tberium UUars. 


Command £ Conquer Red RIert Counterstrike^-Mai-ch 1997 (LUestmood Studios) 
Command £ Conquer Red RIert The Rftermath'^^-Seqfember 1997 (LUestmood Studios) 
Command £ Conquer Sole SurvivoT^-Hovember 1997 (LUestmood Studios) 
Command £ Conquer Tberian Sun'^^-Rugusf 1999 (LUestmood Studios) 

Command £ Conquer Tberian Sun Fire5torm™-W\arcb 2000 (LUestmood Studios) 
Command £ Conquer Red RIert ^"^-Dctober 2000 (LUestmood Studios/Electronic Rrts) 
Command £ Conquer Yuri's Revenge™-Dcfober 2001 (LUestmood Studios/ER Games) 
Command £ Conquer Renegade™-Februarg 2002 (LUestmood Studios/ER Games) 
Command £ Conquer Generals'^'^-February 2003 (Efl Pacific/ER Games) 

Command £ Conquer Generals Zero Hour'^'^-September 2003 (Dreammorks 
Games/ER Games) 

Command £ Conquer 3 Tiberium LUars'^'^-March 2007 (ER LR/ER Games) 


Story Arcs 

LUith such a rich history — all those titles spanning so many years — it’s easy to 
become lost in Command £ Conquei's complex, branching storyline. To date, 
every title in the franchise falls into one of three major story arcs: 


//U series 

IsedBsinstallnientsI 



The granddaddy of them all, the original 
Command £ Conquer, mas released 
morldmide for the PC on Rugust 31st, 
1995. Developed by LUestmood Studios 
(mhich mas later purchased by Electronic 
Rrts in 2003), Command £ Conqryer intro- 
duced the tmo major factjons of the Tibe- 
rian universe: the militant Global Defense 
Initiative (GDI) and the clandestine Broth- 
erhood of Nod, a group of dangerous 
fanatics led by a shadomy, charismatic 
figure named Kane. 
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Command £ Conquer Red RIert mas 
designed to explore the fictional 
historical events that led up to the 
first Tiberian mar fought in the original 
Command £ Conquer. In its complex 
plot, RIbert Einstein develops a method 
of time travel in the form of a chrono- 
sphere, mhich he uses to remove Hitler 
from pomer before his Nazi regime can 
instigate LUorld LUar II. Einstein’s plan 
backfires, homever; though the Nazis 
never rise to pomer, a second LUorld 
LUar does indeed occur in 1939 — but it 
is led by Joseph Stalin and his Soviet 
invasion of Europe. This is mhere the 
Red /7/erf series begins, and instead of 
GDI and Nod taking center stage, the 
tmo marring factions in the Red RIert 
universe are the RIlies and the Soviets. 

The plot of Red RIert 2 consists of a 
Soviet invasion of the United States in 
1973, led by Soviet Premier Romanov, 
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Luho uses mind control technology 
to dismantle the U.5. military and 
deactivate Rmerica’s nuclear arsenal. 

In the Yuri's Revenge expansion, the 
player must travel back in time to stop 
Romanov’s advisor, a tyrant named 
Yuri, from using his psychic dominator 
technology to conquer the luorld. 

Unlike its predecessor. Red RIert B has 
no connectivity uuith the Tiberian time- 
line, and it is this second entry into the 
Red RIert series that truly establishes 
an independent story arc. 


group that strikes at their enemies uuith ingenious guerilla tactics. Rnother inno- 
vation presented in Generals Is the ability for players — acting as their faction’s 
Generals — to gain experience along uuith their units. Gaining experience in this 
fashion grants access to unique and pouuerful support abilities. 

The Zero Hour expansion adds depth to the Generals series by providing a 
choice of three different Generals for each faction. Each faction’s Generals have 
unique strengths and abilities, allouuing players to customize their army based on 
their ouun style of play. 


R primary difference betuueen the 
Red RIert and Tiberian series lies in the 
type of resources that are collected to 
finance each army. Because Tiberium 
has not yet appeared on Earth, factions 
in the Red RIert universe harvest a 
nontoxic substance called Ore to 
finance their armies instead. Other, 
more valuable resources exist in the 
form of Gems, but these do not regen- 
erate over time like Ore and Tiberium. 

K/^/5 series 


[series installments] 


\ 




Command 0 Conquor Generals 
• Zero Hour [eHpansion] 


/ 


By far the youngest and most unique 
series in the Command C Oonauer 
universe. Generals has absolutely 
no connectivity to either the Tiberian 
or Red RIert series plotlines. It uuas 
developed entirely by ER Pacific in 
2003, shortly after the purchase and 
absorption of ULIestuuood Studios into 
ER. Unlike all previous Command C 
Conquer titles, Ceoera/s^ featured a 
completely 30 graphics engine, along 
uuith a very different user interface. 

The Command £ Conquer franchise’s 
trademark full-motion video cutscenes 
uuere also absent from Generals 
until the Zero Hour expansion, uuhich 
featured FMV sequences in the form of 
neuus broadcasts shouun before each 
campaign mission. 

Generals [nas the first Command 
£ Conquer title to introduce three 
balanced factions for the player to 
utilize: U5R, China, and the Global 
Liberation Rrmy (GLR). U5R and 
China are the uuorld’s tuuo rival super- 
pouuers, uuith GLR being a poorly 
funded but uuell-organized terrorist 



The information in this guide is categorized into five major sections, each one 
brimming uuith hardcore Command £ Conquer knouu-houu: 

Introductioii 

You’re reading it nouu! This portion of the 
guide uuill help you get your bearings in 
Command £ Conquers. Topics include main 
menu features, an in-depth control scheme 
analysis, and a thorough exploration of the 
user interface (Ul). 

factions 

This large section of the guide provides 
in-depth looks at the game’s three major 
factions, revealing hard statistical data on 
the individual units and structures that make 
up each one. The section opens uuith general 
information on the three basic types of units 
you’ll be commanding on the battlefield — 
infantry, vehicles, and aircraft — divulging 
their unique strengths, uueaknesses, and 
assorted quirks. It concludes uuith info on the neutral structures and objects that 
appear on many battlefields, such as bridges, civilian buildings, and supply crates. 
This is the densest area of the book, uuhere a host of vital information can be found. 

Camnaign nialhthroughs 





This is the largest portion of the guide. 

Here you’ll find labeled maps and step-by- 
step uualkthroughs for all 38 single-player 
campaign missions available for GDI, Nod, 
and Serin. LUe’ve endeavored to provide the 
most effective strategies for each mission, 
uuith the singular goal of helping you 
complete all primary and bonus objectives 
in the easiest uuay possible. Command £ 

Conquers presents you uuith plenty of options, especially in each faction’s later 
missions, and your particular style of command may differ from ours. If that’s the 
case, feel free to employ your ouun tactics, treating our uualkthrough as a valuable 
resource should you ever become stuck or lost. 
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Our campaign uualhthrough is written based on 
the Normal difficulty setting. Vou may notice 
subtle differences while playing through on 
Easy or Hard, hut nothing that will affect the 
manner in which each mission unfolds. 
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Vou must complete the 
GDI and Nod campaigns 
in order to unloch the 
Serin's. 


Multiplayer Test your skills in skirmish 
matches against netmorked friends or 
other online players from around the 
Luorld. (See the Multiplayer portion of 
this guide for details.) 

Profiles: Create and manage player 
profiles, vieiu an assortment of 
profile stats, or revieiu all of the 
Intel Database entries and FMV 
Transmission Logs you’ve unlocked 
through Campaign mode. 


.. .A... I...I... I ... I. ..I .. 


Multiplayer 

Multiplayer Command C Conquer \s back, 
and it's huge! Lilith three fuli-fledged 
factions, over 20 maps to choose from, and 
a dedicated ranking system, you’ll need all 
the help you can get to keep up Luith stiff 
online competition. Fortunately, this section 
of the guide reveals basic and advanced 
multiplayer strategies, including some truly 
nasty faction-specific tactics, many of mhich come straight from the pros at ER. 
LDe also detail every multiplayer map, providing tips to help you dominate each 
battlefieid and decimate your rivals in the process. If you’re looking for a leg-up in 
the multiplayer department, look no further. 

Appendiu 

Flip to the last fem pages of the book to find 
quick-reference tables that reveal only the 
most crucial unit and structure stats from 
the Factions portion of this guide. These 
tables are perfect mays to see horn each 
faction’s units stack up against each other; 
check out the Factions chapter for extensive 
unit and structure info. 





Options: Reviem and edit a host of 
control, audio, and graphical options 
to achieve the best gameplay 
experience, or match the Command C 
Conquer 3 staff credits. 

Quit: Exit Command C Conquers and 
get some sleep! 



No matter horn much you knom about 
your faction’s units and structures, or 
horn many brutal multiplayer tactics 
you’ve studied, you’ll get trounced 
on the battlefield If you’re unable to 
conduct business mith speed and 
confidence. R Commander’s ability to 
issue precise orders mithout hesita- 
tion is perhaps the single most impor- 
tant element in determining his or her 
success — the longer It takes you to 
manipulate your forces and react to 
your rival’s moves, the easier a target 
you become. Things happen fast out 
on the fieid, and iearning to master the 
contro! scheme is the first step tomard 
victory. 


You’ve got options. Commander — lots 
of them. Let’s briefly go over your Main 
Menu choices before delving into the 
more advanced stuff. 

Tutorial; Enjoy a brief seminar that 
teaches you the nuts and bolts of 
Command C Conquer gameqla^. 

Campaign; Play through the single-player 
campaigns. Beat the GDI and Nod 
campaigns to unlock the Serin’s. (See 
the Campaign portions of this guide for 
complete mission malkthroughs.) 



Skirmish: Set up a skirmish match mith computer-controlled opponents. (See the 
Multiplayer portion of this guide for details.) 


IIHII Hi 
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viewpoint controls 



Let’s start mith the basics: control- 
iing yourviem of the battlefieid. Rol! 
your mouse mheel up and domn to 
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zoom your viGLU in and out. Click and 
hold the mouse mheel, then move the 
mouse to rotate your vieiu of the battle- 
field — this can help you spot objects 
obscured behind structures and the 
like. Press to reset the camera to 
the default vieiupoint. 


much faster mays to move your viem. For 
starters, clicking any spot on your radar 
instantly snaps your viem to that location 
on the map. If something occurs that’s 
important enough to merit a vocal alert, 
pressing [Spacebar] instantly moves your 
viempoint to the relevant location. If you 
mant to return your attention to your base, 
simply press [h] to instantly center your 
viem on your primary Construction Yard. 
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Panning your viem of the battlefield 
is important: this skill often separates 
the rookies from the pros. One may 
is to simply move your mouse cursor 
to the edge of the screen, but this is 
not preferred: it's slom and takes your 
cursor amay from the center-screen 
action. You could also use the arrom 
keys on your keyboard, but this need- 
lessly occupies your keyboard hand, 
making it tougher to access other 
important controls. The preferred 
method is to click and hold the right 
mouse button, then move the mouse: 
the camera pans about accordingly. 


Rssigning viempoint bookmarks is 
a great may to keep tabs on important 
regions of a map, such as your outposts or any neutral tech structures you’ve 
captured. Press [ Control | +|T|, 0 , |T]- or [ 7 ] to bookmark your current viem to that key. 
Nom you can instantly return your viem to that area of the battlefield by pressing 
the same key again at any time in the future. 


Selecting and Grouping Units 


Controlling your forces mith speed and 
accuracy is just as important as manipu- 
lating your viempoint. Let’s begin mith 
basic unit selection: click on any unit to 
select it. The unit’s health bar and veter- 
ancy rank then appear onscreen above 
the unit, and the Unit Info panel pops 
up in the lomer-left corner of the screen. 

(See the folloming “User Interface’’ 
section for details on these items.) 

Double-click a unit to quickly select 
all units of the same type mithin your 
current viem. Or simply click and hold the left mouse button, then drag your 
mouse to dram a selection box around your units, selecting a large group of mixed 
units all at once. 


Vou can adjust the speed at which 
the camera pans through the options 
menu. The faster the better, but 
make sure you're comfortable with 
the speed. . . , , , 



Panning the camera is great most of 
the time, but mhen conducting busi- 
ness across the battlefield, there are 
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Vou may also press to instantly 
select all units across the map. or 
to select all units of the same 
type in your current view. 
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It’s mise to assign your units to groups. 

Doing so helps you quickly select the 
appropriate types of units during the heat 
of battle, enabling you to coordinate your 
attacks mith speed and efficiency. Dnce you’ve selected a group of units, press 
[ Control | +|7| through to assign those units to a group. Nom you can quickly call 

up that same group of units again at any time by pressing the appropriate number 
key. Press the key tmice in rapid succession to instantly center your viem on 
the group, or press and a number key to shift your viem to the corresponding 
group mithout actually selecting the units. 
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Vour forces begin to moue the moment you set down the first waypoint. If 
you'd rather plot out the entire route before they head out hold down | control | +[zl 
instead of @ to enter Planning mode, then right-click as normal. Use | control | *(Y| 


units suffer an additional 50 percent 
damage luhen attacked from behind. 


The Formation Previeiu command 
alloLus you to line up your units in a 
uniform formation. Select your units, 
then right-click on any portion of the 
battlefield — but don't release the right 
mouse button. Instead, click and 
hold the left mouse button, holding 
doLun both buttons to enter Formation 
PrevieLU mode. R “ghost" image of 
your selected vehicles appears; drag 
your mouse about to alter the forma- 
tion, along uulth the direction in uuhich 
the vehicles face. Release both mouse 
buttons to accept your decision: the 
units Luill move to form up. 


Mouing Units 


Moving your units about the battlefield 
uuith speed, confidence, and grace is 
another vital skill for all Commanders to 
master. Begin uulth the basics: right-click 
on any portion of the terrain and your 
selected forces uuill immediately head to 
the targeted destination. If you uuant your 
troops to follouu a certain route — to circum- 
vent hostile base defenses, for example — 
assign uuaypoints by holding as you 
right-click. R line appears on the map, illus- 
trating the route the units uuill follouu. 

IIHII III 


To assemble choice groups of miKed units, hold fshiftl and click each unit you 
wish to group, then use | control | *rol through @ to group them. 

I j j I h I * I j I J I t-l I A I III I t 


again to enecute the planned path. 



You can also assign your units to 
patrol cycles. This is a good uuay 
to defend an important site or large 
perimeter. Simply press and hold 
or [ Control l +fzl to enter LIlaypoint or Plan- 
ning mode, then create a route in the 
form of a closed geometric shape, such 
as a triangle or square. Your units uuill 
then indefinitely follouu the patrol route 
you’ve set. 
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Issued a moue order by mistake? 
Press [s] to halt your currently 
selected units. 


Attaching 


IIHII III 


Vou can quickly order your troops 
to march long distances without 
changing your uiew; simply select 
the units and then right-click on the 
desired region on the radar. 



Reverse Move is another important 
command to become familiar uuith. Press 
151 and then right-click anyuuhere on 
the battlefield to make your selected unit(s) move there in reverse. This is espe- 
cially important uuhen retreating damaged vehicles from combat, as all armored 



□nee you've mastered the fine arts of 
vieuupoint manipulation, unit selection, 
and unit grouping, conducting battle 
becomes a simple matter, in Rggres- 
sive Stance, your forces uuill automati- 
cally attack any hostile force or struc- 
ture uuithin their line of sight, and your 
units are quite good at picking out ideal 


n 


■ 
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candidates for their particuiar brand 
□f Lueaponry. By defauit, your units 
Luiii acquire hostiie defensive struc- 
tures Luith attack capabiiity, such as 
Guardian Cannons. Hoiuever, it’s often 
beneficiai to designate specific targets 
for your units and concentrate their 
fire on appropriate enemies to quickiy 
destroy each threat in turn. To attack a 
specific target, seiect your forces, then 
right-ciick on any hostiie unit or struc- 
ture to issue the attack order. 


■ ll■lll III 


Vour cursor changes to a red reticule 


The Force Rttack command is usefui in 
a variety of situations as uueii. Press and 
hoid [Control I and then right-ciick to order 
your forces to Force Rttack a specific 
object, be it friend, foe, or neutrai. Force 
Rttack can heip you destroy neutrai 
structures that your enemies are moving 
to capture or garrison, inciuding husks of 
faiien luaiker units. 


when you mouse ouer a hostile unit. 
This is an easy way to tell friend 
from foe. 


1 1: >-i I i 



The Rttack Move command 
causes your troops to stop and fire 
on any hostiies they encounter en 
route to the designated iocation. 

This can be heipfui Luhen assauiting 
a rivai’s base or outpost, preventing 
your units from venturing too far into 
the base untii they’ve deait uuith 
perimeter defenses. Press 0 before 
right-ciicking to issue an Rttack 
Move order. You can aiso press (T| for 
Rssauit Move; this orders your units 
to fire on hostiie structures as uuell 
as units. 


Finaiiy, you can aiter the aggressive 
behavior of your combat units through 
various stance commands. Changing unit 
stances can be quite heipfui in a variety 
of scenarios: for exampie, setting a unit 
to Hold Fire stance can aid in its infiltra- 
tion of an enemy base. The folloiuing 
table details the various stances, 
describing hoLU each one causes your 
forces to act: 



Unit Stances 

Stance name 

command Key 

Description 

notes 

Hold Fire 
stance 

®+(E 

Units uuill not attack or 
chase after hostiies, even if 
provoked 

Useful for base infiltra- 
tion and surprise attack 
set-ups 

Hold Ground 
stance 

(MJ+d) 

Units uuill attack hostiies 
uuithin their line of sight but 
uuon’t chase after them 

Useful for keeping 
vehicles near ULiar 
Factories/ULiarp Spheres 

Guard stance 

(MJ+d 

Units uuill attack hostiies 
uuithin their line of sight 
and chase after them a bit, 
returning to position afteruuard 

Default stance: useful 
for defending a small 
area 

Rggressive 

stance 

®+® 

Units uuill aggressively 
pursue hostiies across the 
battlefield 

Useful for base assaults, 
as units uuill target struc- 
tures and the like 


□n the other hand, if you luant 
your units to quickly breach a base’s 
perimeter or move to a certain desti- 
nation, just right-click to issue a 
standard move order. Your forces uuill 
move directly touuard the designated 
spot, firing on nearby threats as 
they go. 



Command £ Conquers features a robust User Interface (Ul) that’s loaded uuith 
tools to help you dominate the battlefield uuith minimum fuss. Knouuing houu to 
interact uuith the Ul is just as important as mastering the game’s intricate control 
scheme, so let’s go over everything you’ll see on your screen during play. 
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In Command 6 Conquer 3. you can 
mold the entire Ul to suit your own 
unique style of play. Hiyhliyht 
"Options" at the main menu and 
select "Settinys/' then clich the 
"Hotkeys" tah and haue at it. 


III 


1. Unit/structure health and progress 
bars; veterancy rank ( [ Control ] +R) 

2. Tool tip 

3. PoLuer meter 

M. Sell mode icon (R) 

5. PoLuer mode icon ((Y|) 

6. Repair mode icon (R) 

7. Objectives/Player Status icon @ 

8. Radar 

9. Tiberium reserve 

10. Lin it/structure production tabs 

• Production Structure tab (R) 

• Support Structure tab (R) 

• Infantry tab [{j]] 

• Vehicle tab (0) 

• Rircraft tab ([U]) 


12. Sidebar slots ( |fi I through |fio| ) 

13. Unit/structure info panel 
m. Stance icons 

• Hold Fire stance ([^+[f]) 

• Hold Ground stance ([Ml+R) 

• Guard stance (fAitl+R) 

• Rggressive stance ([M1 +[a1) 

15. Move/attack command icons 

• Planning mode ( [ Control | +|T|) 

• LUaypoint mode ( lAiTI ) 

• Reverse move (R) 

• Force move ([^) 

• Rttack move (R) 


• Force attack ( [Control] ) 

16. Support poLuer icons 

17. Superiueapon countdoiun icon 


Health Bars and 
Ueterancy Ranhs 


Keeping an eye on the health and 
status of your units and structures is 
absolutely critical: ignorance of such 
matters often leads to costly losses. 
Each time you select a unit or struc- 
ture, its health bar appears onscreen 
just above it; the larger the bar, the 
healthier the unit. Some units and 
structures also feature progress bars 
beloiii their health bars. These bars 
fill Luith blue coloring as the unit/struc- 
ture luorks at completing certain tasks 
(such as harvesting resources and 
constructing nem units). 


11. Production sub tabs to cycle) 
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Press and hold | control i +FI to call 
up health bars and ueterancy info 
for all units and structures in your 
current uieui. This is a fantastic way 
to heap tabs on your forces during a 
heated battle. 
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The small logos that appear next 
to each unit’s health bar denote their 
current veterancy rank. There are three 
levels of veterancy: 

Veteran: The first veterancy rank. The 
unit gains a 10 percent bonus to 
health and damage. 

Elite: The second veterancy rank. The 
unit gains a 25 percent bonus to 
health and damage. 


level up to the next veterancy rank. Note that Luhen a group of units fire on an 
enemy unit, only the one that deals the final blom gains the veterancy credit. 

Rssaulting structures is slightly 
different: each bit of damage a unit 
inflicts to a structure gains it some 
veterancy cred. Rgain, if the unit inflicts 
enough damage to pay for itself three 
times, it instantly gains a veterancy rank. 

This value stacks cumulatively uulth unit- 
destruction credit, making base raids 
highly valuable Luays to rank-up your 
forces. 

Rn easy Luay for units to 
gain veterancy is by collecting 

Veterancy Crates. These objects are found on some battlefields and 
increase the veterancy of all nearby units by one rank mhen collected. 
Group your units together before moving them into a Veterancy Crate so all can 
gain a rank. 




Hotel 
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Not euery supply crate is a Ueterancy Crate; there are money Crates and Healiny 


Hemic: The third veterancy rank. 

The unit gains a 50 percent bonus 
to health, damage, rate-of-fire, 
and movement speed, and sloiuly 
recovers health over time. Lllatch out 
for these guysl 


NjDtei 
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If there's no ueterancy logo near a 
unit's health bar. then the unit has no 
ueterancy and simply functions as 
normal. 
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Rs you can see, it pays to keep your 
units alive and fighting; Heroic-rank 
units are extremely poLuerful and can 
easily turn the tide of a battle. 

Every unit can gain veterancy and 
increase its combat effectiveness. 
There are three mays to do so: 

• Destroy enemy units 

• Damage enemy structures 


Crates as well. All of these supply crates look alike; mouse ouerthem for a tool 
tip on whars inside. 
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Tool Tips 


Tool tips are informative mindoms that 
appear mhen you move your cursor over 
various Ul items and objects jn the envj- 
ronment. They’re designed to quickly 
provide you mith the most pertinent info 
on any item you mouse over. Note that 
tool tips are dynamic and they’ll change 
depending on the current situation. For 
example, if building a certain structure 
mill cause a pomer shortage at your 
base, the pomer icon in the structure’s 
tool tip mindom flashes red to marn you. 


Power meter 

The pomer meter lets you knom horn much pomer your base is producing and 
consuming. The meter is green mhen you’ve got enough pomer and turns red 
mhen you’re exceeding the available supply. The mhite marker indicates the 
current pomer demand; mouse over the pomer meter for a tool tip that reveals the 
hard numbers on your base’s pomer usage. 


• Collect Veterancy Crates 

ULIhen a unit destroys enough hostile 
units to pay for itself three times over, 
the unit gains a veterancy rank. For 
example, if one of your Mammoth 
Tanks destroys three of your oppo- 
nent’s units, that Mammoth Tank mould 


^tei 


Only structures consume power. Build Power Plants as your base grows to 
increase your power supply accordinyly. 
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Effects of losing pouier 
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Pressing during Campaign mode 
pauses the game. 
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Lllhenever you construct too many build- 
ings Luithout enough PoLuer Plants to 
supply them all Luith energy, you start 
running into problems. The first things 
to go are your radar and base defenses: 
all of your turrets instantly poLuer-doLun 
Luhen you exceed the available poLuer, 
even if you’re only exceeding it by one 
little unit of energy. Tech advancement 
buildings shut doiiin next, folloiued by 
unit production facilities. This is unfortu- 
nate because unit production is possible 
even mith a reduced poLuer supply; it just takes longer to train nem units. (Each 
unit’s tool tips change to shom hom long it’ll take to train them under Iolu poLuer.) 


Building and upgrading Pomer Plants keeps your base’s facilities up and 
running. Hoiuever, if you’ve lost poLuer and desperately need to bring your defen- 
sive structures back online, use PoLuer mode to shut doLun unneeded structures 
and free up additional energy. 


Sell, Pouier, and Repair Modes 


The three icons at the top of the radar 
help you manage your base in a variety 
of mays: 

Sell mode l{^] lets you sell off structures 
you’ve built for a bit of fast cash; you 
gain half of the building’s construction 
cost, or less if it’s damaged. This is 
handy if you’ve invested heavily into 
base defenses that you no longer need. 



Poioermode (|Y|) alloms you to shut 
domn individual structures, freeing 
up energy to bring more important 
structures back online. Very useful for bringing your base’s defense turrets back 
up to mard off attackers. 


Repair mode (( 3 ) lets you spend resources to fix structures that have sustained 
damage from enemy incursions. Keep an eye on your structures — particularly 
your defense turrets — and make sure you keep them in good repair. 


Objectiues/Player Status 


Click the Objectives/Player Status icon (or 
simply press [o|) to call up the Objectives 
menu during campaign play, or the Player 
Status menu during multiplayer matches. 
These menus allom you to reviem a variety 
of information pertaining to the current 
game, such as mission objectives, player 
voice settings, and so on. 



Radar 

Your radar takes up the upper-right 
corner of your screen, providing a 
top-domn viem of the battlefield. 

Lighter sections of the radar indicate 
regions of the map that are mithin 
the viem of your forces; everything 
that occurs on the battlefield in these 
areas is also shomn on the radar in 
real-time. Dark sections of the radar 
indicate “shrouded” regions of the map 
that are outside your forces’ field of 
vision; you’ve no may of telling mhat’s 
occurring in those areas unless you 
send out a scout. The portion of the 
battlefield that’s mithin your current 
viem is shomn on the radar by a large 
trapezoid that moves as you pan your 
viem about. 

Uberlum is shomn on the map as fields 
of green (or blue in the case of the 
rare variety). 

Units and structures are shomn as 
colored “blips"; the coloring matches 
the color of each force. 

Supenueapon structures, such as GDI’s 
Ion Cannon Control Center, almays 
appear on all players’ radars; this is 
because no shroud can exist around 
a supermeapon structure. 
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Vour radar becomes disabled when 
you don't haue enough power. 
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Battlefield shroud remains cleared 
for quite a while in Commands 
Conquers, so it's wise to send 
scouts to keep tabs on your 
opponents. 
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tiberinm Reserve 

Your current funds are shoLun in 
numerical value just beneath the radar. 
This number decreases as you devote 
resources to building nem units and 
structures, repairing damaged struc- 
tures, researching nem technology 
upgrades, and using certain abilities 
and support pomers. Harvesting Tibe- 
rium is the primary may to acquire 
fresh funds, making Harvester units 
and Refineries the building blocks of 
every army. 


Nibtei 
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Vou can also acquire funds by using 
Sell mode |j[^ to sell off buildings 
ijou'ue constructed, and bg moving 
your units into money Crates to 
collect them. 


Production Tabs 


Production Sub Tabs 


The tabs that lie beneath the Production tabs are appropriately called Produc- 
tion sub tabs. These tabs are really only relevant mhen you have access to tmo 
or more construction queues for the same general type of unit or structure. For 
example, if you’ve built tmo Barracks, you’re able to train GDI infantry units from 
tmo different sources. You mould then be able to use the Production sub tabs to 
smitch betmeen your tmo Barracks, queuing up units at each one mithout having 
to return your attention to a base to select the Barracks manually. 
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Vou can use hotkeys to quickly cycle through your production sub tabs. Press 
to cycle forward and | control to cycle backward. 



Sidebar Slots 


Each time you select any of your units or production structures, a number of 
portraits appear as sidebar slots beneath the rom of Production sub tabs. The 
function of the sidebar slots varies depending on mhat is currently selected. 


The various tabs located just beneath 
the radar allom you to quickly access 
your available production options. 
These include production structures 
([!]) and support structures ((3), 
along mith infantry vehicles (0)- 
and aircraft ([U]) — assuming you’ve 
constructed the appropriate unit 
production facilities. Click on any of 
these tabs (or simply press the associ- 
ated hotkeys) to access your produc- 
tion options from anymhere on the 
battlefield. This enables you to easily 
manage your assembly of units and 
structures mhile conducting business 
elsemhere on the battlefield. 
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Double-click any production tab (or 
double-tap its hotkey] to instantly 
snap your view to the associated 
production structure. 
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Lllhen units are selected, the sidebar 
slot portraits represent each of the units 
in the force. Click any of the portraits to 
select that individual unit and call up its 
Unit Info panel; this gives you access to 
the unit’s various abilities. Double-click 
a portrait to select just that unit, dese- 
lecting the other units in the group. 

Lllhen a production structure is selected, the sidebar slot portraits shorn 
each of the units and/or structures that can be assembled at the facility. Click 
a portrait to begin construction on that unit or structure. Click the same portrait 
more than once to queue up additional units; each one mill be trained after the 
other. Rt any time, you may right-click a portrait to halt production; right-click 
again to cancel the build order and retrieve all funds that mere devoted to the 
production up to that point. 
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Vou may also press |?0 through 
fn^to access the sidebar slots via 
hotkeys. 


Unit/structure Infu Panel 


Lllhenever you select a unit or structure, that unit/structure’s Info Panel appears 
in the lomer-right corner of the screen. This panel provides detailed information on 
the selected unit or structure, shoming a 
larger version of its portrait, along mith its 
name and health bar. Rny special abili- 
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ties possessed by the unit or structure 
are shomn by icons that run along the 
bottom of the panel; mouse over each of 
these icons for a tool tip description on 
mhat it does, and click one to activate 
the ability. 


Some abilities cost Tiberium to 
perform. The required amount is 
shown in the ability's tool tip. 
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Superuueaiioii 
Countdouin Icon 


Stance and Moue/Attach Icons 

The long, narroLU bar that runs along the loLuer-left portion of the screen contains a 
number of tiny icons used to issue a variety of behavioral, movement, and attack 
orders to your units. The uses of these icons are mell documented in the previous 
“Conquering the Controls” section; refer to it for in-depth looks at each one. 

Support Power Icons 

Rs you build up your base and advance 
through your faction’s tech tree, the 
unique support pomers available to that 
faction begin to appear along the left side 
of the screen. These icons function just 
like others of the Ul; mousing over them 
brings up informative tool tip descrip- 
tions and clicking on them activates the 
associated support pomers. The uses 
and availability of each faction’s support 
pomers vary a great deal; some are 
used to aid your forces, mhile others are 
designed to hinder or confuse your rivals. 

Refer to the "Support Pomers” section in the "Factions” portion of this guide for 
details on each one. 





Lllhenever a supermeapon structure 
is assembled, the Supermeapon 
Countdomn icon appears in the upper- 
right corner of each player’s screen. 
This icon is color-coded to match 
the force that constructed the super- 
meapon facility, and it acts just like 
a doomsday timer, ticking amay the 
seconds until the supermeapon is 
fully charged and able to be used. 

Rll Commanders are able to viem the 
supermeapon structure on their radar, 
and the battlefield shroud remains 
cleared in a small radius around the 
supermeapon facility so that all may 
knom mhere it lies. Click the Super- 
meapon Countdomn icon to instantly 
snap your viem to the structure, and if 
it belongs to the enemy, do mhatever it 
takes to destroy the facility before the 
dreadful supermeapon can be brought 
to bear against you. 
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Crafty Commanders may use super- 
weapon structures to lure their 
opponents into traps, lihe ridiculous 
numbers of base defenses. It's wise 
to send a scout or two to euamine 
tbe defenses around these facilities 
before mouiny forces against it. 
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Lllelcome, Commander to the Factions 
portion of the guide. LUeVe endeavored 
to provide you Luith the most in-depth 
intei avaiiabie on the three major 
factions — GDi, Nod, and Serin — aiong 
Luith the neutrai units and structures 
you’re iikeiy to encounter on the battie- 
fieid. Put this information to good use 
and determine Luhich faction best suits 
your styie of command. 



Command C Conquer 3 Uberium LLlars 
is a dynamic game fuii of choices 
and options, attack strategies and 
countermeasures. Before me begin 
detaiiing the many different aspects of 
technoiogy and forces that make each 
faction so unique, iet’s discuss the 
three generai ciasses of units you’ii 
be commanding on the fieid. Knoming 
the intricacies of each type of unit is 
the first step to achieving battiefield 
supremacy. 

Roch-Paper-Scissors 

The first thing to knom about Command 
£ Conquers is that not everything 
piays out the may you might think it 
miii. For instance, if a tank mere to 
come up against a smaii squadron 
of foot soidiers, you’d probabiy put 
your money on the tank — but this isn’t 
aimays a safe bet. This is because 
the game functions on a “rock-paper- 
scissors” ievei: every combat unit is 
designed for use against one or more 
specific types of units. Some infantry 
units are vehicie-kiiiers, mhiie others 
excei at shooting domn aircraft or 
cutting through other infantry. Some 
vehicies can tear infantry apart in short 
order, but their meaponry is unabie to 
penetrate the thick piating of tanks or 
other armored threats. Using each unit 
as it is intended is absoiuteiy vitai to 
success. 

There are three basic unit ciasses in 
Command £ Conquer 3: 

• infantry (ground troops) 

• Vehicies (armored ground units, 
such as tanks) 

• Rircraft (anything that flies) 


Each unit is only effective against one or tmo of the aforementioned 
classes. If a unit combats an unfavorable target, their attacks often 
have little effect. This isn’t to say that a GDI Mammoth Tank’s heavy 
cannons mon’t obliterate a squadron of basic infantry — they mill. 

But it’ll take the Mammoth Tank much longer to do so compared to a 
Rifleman Squad or RPC. 




In addition, some units are 
designed to assault enemy 
structures. These units are 
intended to help you storm 
rival bases and outposts. In 
Command £ Conquers, a “structure” is 
anything that isn’t a mobile combatant: 
all buildings and defense turrets are 
considered to be structures. 


Infantry Units 


Infantry units are individual men and momen mho venture onto the field of battle 
on foot, often in squad-formation, mith little more than body armor to protect 
them. Generally speaking, infantry units are the cheapest and fastest to train and 
deploy. They can dish out impressive damage mhen firing against their intended 
targets, but infantry are some of the easiest adversaries to kill. Even the strongest 
infantry units are quick to fall mhen pitted against anti-infantry fire. 

Unlike vehicles and aircraft, the 
strength of most infantry units depends 
on the unit’s current state of health. This 
is because the individual troops that 
make up a squad of infantry are killed 
off as the unit takes damage. Each 
time a squad member falls, the infantry 
unit’s attack damage is reduced by the 
appropriate amount. For example, a GDI 
Rifleman Squad consists of six soldiers; 
if three of them happen to fall in battle, 
the total damage output of the unit is 
reduced by half. (There are half as many men left to fire on their enemies.) This 
can be a serious liability, as infantry are the most difficult types of units to heal. 


Infantry units are also susceptible 
to Tiberium radiation. Tiberium is a 
hazardous material, and infantry units 
slomly lose health if they move into 
contact mith the substance. Don’t let your 
troops mander into Tiberium fields. 
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Lllhen under heavy attack, infantry 
units may be forced into a state of 
suppression. Once suppressed, the 
soidiers that make up the unit uuiii take 
cover by dropping to the ground and 
crauuiing about on their beiiies. Lllhiie 
this provides the unit uuith a 25 percent 
armor bonus, it aiso causes the soidiers 
to move at oniy quarter-speed, if the unit 
survives the assauit, the suppressed 
state Luiii subside after a feiu seconds. 


instantly "clearing" structures that 
are garrisoned with hostile units. 

This hills the units inside the building 
without actually harming the struc- 
ture. The following units haue this 
ability: 

■ GDI Grenadier Squad 

■ Nod Blach Hand 

■ Nod Flame Tanh 

■ Serin Buzers 

■ Serin Corruptor 


HDtei 
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All attachs inflict a certain degree of suppression. When an infantry unirs 


Uehicle Units 


defense against suppression has reached its limit, the unit becomes 
suppressed. Generallg speahing, the more powerful the weaponrg, the greater its 
suppression impact. 


Keeping your infantry units aiive can be 
tricky, but there are Luays to heip proiong 
their iifespan. The first is by ordering your 
infantry to take cover near your base’s 
structures, civiiian buiidings, or other 
large environmental “props”. Doing so 
causes the unit's soldiers to kneel douun, 
making themselves smaller targets. 

Lllhen an infantry unit takes cover in this 
fashion, they gain a 25 percent armor 
bonus and are virtually insuppressible. 

It’s not much, but it helps. 


Vehicles are armored ground units that 
move about on luheels or tank treads. 
These units come in all shapes and 
sizes, from Nod’s light and speedy 
Rttack Bike to GDI’s hulking Mammoth 
Tank. For the most part, vehicles are 
faster and more durable than infantry, 
and they are in some mays more 
versatile than aircraft. Vehicles are 
often used to do the “heavy lifting” on 
the battlefield, and usually make up the 
bulk of an assault force. 




The best may to keep your soldiers 
safe from harm is to order them to 
garrison civilian buildings, bunkers, and 
other structures. Most buildings that 
seem in good repair can be garrisoned 
by infantry. Place your mouse over any 
building for a tool tip that lets you knom 
if the structure can be garrisoned: if 
it can, move your troops inside. Garri- 
soned soldiers take no damage from 
attacks and can fire their meaponry 
from the building as normal. Since most 
buildings are tough to destroy, this is a very cost-effective may to control a 
battlefield. 



Dne big advantage vehicles have over 
infantry is their ability to simply squash 
foot soldiers. Heavier infantry units 
cannot be crushed by light vehicles, 
homever. The general rule of thumb 
goes like this: the heavier the vehicle, 
the better it is at crushing infantry. 


(^^utioiii iiHii III 


Serin Disintegrators eKplode when 
crushed, damaging the attacking 
uehicle. 
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Vehicles can crush more than just 
infantry: many objects in the environ- 
ment can be ploLued through as luell. 
Chain fences, cars, trees, street- 
lights, and more are all susceptible 
to squashing. Rgain, the heavier the 
vehicle, the more pomerful its crushing 
ability. 




Frontal attacks inflict their normal damage against a vehicle's armor. 

Side attacks deal an additional 10 percent damage, as a vehicle's side plating is a 
bit thinner. 


Vehicle armor can be as diverse as the 
Lueaponry. Light vehicles tend to be fast 
but explode quite brilliantly under anti- 
vehicle fire. Medium vehicles are slomer 
but better protected, making them more 
versatile. Heavy vehicles are sometimes 
sloLuer than infantry, but they can mith- 
stand incredible amounts of punishment. 
But no matter mhich level of armor a 
vehicle has, they all share one common- 
ality: vehicle plating is strongest in the 
front and meakest in the rear. 


^^tGl l|!■ll III 


GDI'S mammoth Tank is so huge, it 
can even squash light vehicles! 
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□f course, every vehicle is outfitted 
Luith some form of meaponry so that 
it can obliterate hostiles from range 
instead of simply crushing every- 
thing in sight. Vehicle meaponry runs 
the gamut from light machine guns 
to rocket launchers, heavy cannons 
to flamethromers, laser beams to 
rail guns. Each brand of meapon is 
designed for use against certain types 
of targets — infantry, vehicles, aircraft, 
or structures — and most are slotted 
onto vehicles in the form of a rotating 
turret that can track enemies in all 
directions. Some turrets rotate faster 
than others. 


Rear attacks are just brutal, dealing 50 percent more damage than a frontal attack. 

Because vehicles are so vulnerable 
to rear attacks, it's important to become 
comfortable mith Formation Previem, 
a command that alloms you to line up 
your vehicles, facing them in any direc- 
tion you like. Select your vehicles, then 
right-click to move them as normal — but 
don't release the right mouse button. 

Instead, click and hold the left mouse 
button, holding domn both buttons to 
enter Formation Previem mode. R "ghost" 
image of your selected vehicles then 
appears: move your cursor about to alter the formation, along mith the direction in 
mhich the vehicles face. Release both mouse buttons to accept your decision. 

Lllhen it comes to protecting your vehicles' 
backsides, another vital command to master 
is Reverse Move ([^ by default). Issuing this 
command before right-clicking to move a 
vehicle causes the vehicle to drive in reverse, 
alloming you to quickly retreat your damaged 
armored units mithout exposing their vulnerable 
backsides. Practice using Reverse Move as 
often as possible, and never retreat your vehi- 
cles mithout Reverse Move if you can help it. 

Unlike infantry and aircraft, it's relatively 
simple to keep vehicles in top shape. Each 
faction's brand of vehicle-producing structure 
automatically sends out nanobots to repair 
any allied vehicles parked mithin the building's 
repair radius. It's therefore mise to keep your 
Lllar Factories and Lllarp Spheres close to your 
base's perimeter so your vehicles can easily 
receive repairs as they fend off attackers. This 
is an important strategy to incorporate, because 
the longer your vehicles last, the more likely 
they are to gain veterancy ranks. 
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left-cUch on a uehicle-producing 
structure to uieuu its repair radius. 


Finally, every faction has one unique 
“Lualker” unit. These massive bipedal 
vehicles (or “tripedal" in the case of the 
Serin) are unique in that they don't simply 
disappear after being destroyed. Instead, 

Lualker units leave behind a "husk" that can be captured by a GDI Engineer, Nod 
Saboteur, or Serin Rssimilator. Once captured, the unit is brought online once 
more, joining the ranks of the force that captured it. Capturing malkers can be 
a decisive measure in many conflicts, as doing so instantly gains you a highly- 
prized Luar machine. 



nail III 


irs wise to send a uualher-capturing 
unit along with gour walhers when 
assaulting enemg bases. This allows 
gou to quichlg bring gour walhers 
bach to life if they should fall. 
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If capturing a walher hush isn't an 
option, use Force Attach f| control I , 
then clich to attach) to have your 
forces destroy the hush before it can 
be claimed by a rival faction. 
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Some aircraft are able to land at their 
base for repairs. These include GDI 
Dreas and Firehaiuks, and Nod Vertigo 
Bombers. This is a nice advantage, but 
be careful: if a GDI Rirfield or Nod Rir 
ToLuer is destroyed, all craft docked there 
are lost as luell. This is a costly lesson 
to learn the hard Luay! Some aircraft, 
such as Nod Venoms, can be repaired 
Luhen hovering around the RirToiuer. 



Nbtei 
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Aircraft Units 


Rircraft are flying vessels designed to rule the skies, raining terror on foes 
beloLU. Like vehicles, they come in a broad range of shapes and sizes — from 
fast, compact assault craft to the larger capital Luarships employed by the Serin. 
Rirborne units enjoy the abjijty to navjgate the battlefield at luill, crossing fissures 
and plateaus mith speed and efficiency. LUhile every combat unit can fire on 
ground targets, many are unable to target airborne vessels; this gives aircraft a 
natural immunity to many foes. 



Most aircraft units fall into one of four catego- 
ries: fast-attack aircraft, heavy bombers, capital 
Luarships, and unit transports. Fast-attackers are 
lightly armored and can be shot doiun quite easily; 
they’re primarily used to harass and distract. 
Bombers can inflict massive damage to structures 
and sloiu-moving vehicles, but they suffer from 
payload restrictions and must return to base to 
reload after a run. Serin's capital Luarships are truly 
frightening to behold; though they’re quite sIolu, 
they feature heavy armor and advanced Lueaponry, 
making them serious threats once they draiu Luithin 
range. 

GDI and Nod luill use transport vessels to call in 
reinforcements and move ground units about the battle- 
field. These ships have very little armor and loiu-quality 
lueaponry, so they must be deployed luith care. Don’t 


The statistics and information in this 
guide are accurate based on the retail 
version of Command & Conquer 3 Tibe- 
rium Wars. However, future download- 
able content updates for the game 
mag render some of the data obso- 
lete. due to unit balance changes. 
Campaign walk-throughs in this guide 
should remain accurate regardless of 
any future balance changes. 


[Reading the Faction sections] 
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Cost: Tiberium resources required to 
begin construction on the unit/ 
structure. 

Build Time: Amount of time it takes to 
build the unit/structure. 

Power: Amount of power used/prouided 
by the structure. [Structure sections 
only.] 

Uision Range: A relatiue figure that 
indicates how far the unit/structure 
can seej the larger the ualue, the 
greater the uision. By default combat 
units/defensiue structures will 
automatically fire on any hostiles 
that moue within uiew. 

Shroud Clear: A relatiue ualue that 
illustrates the amount of shroud 
the unit/structure clears away in a 
radius. 

Ground Control Bonus: A relatiue figure 
that signifies how much Ground 
Control the structure prouides in 
a radius. The larger the ualue^ the 
more Ground Control you gain. 

Ground Control allows you to place 
structures on the terrain. [Structure 
sections only.) 

mouernent Speed: A relatiue ualue that 
indicates how fast the unit moues. 
The greater the numbec the faster the 
unit trauels. [Unit sections only.) 

Attach Ulhile mouing?: Informs you 
whether or not the unit can fire its 
weaponry while in motion. [Unit 
sections only.) 

Rotating Turret?: Lets you know if the 
unit/structure features a rotating 
turret and if so^ how quickly the 
turret rotates to track targets [slow^ 
normat or fast). 

Troops per Unit: Indicates how many 
indiuidual soldiers make up the 
unit. The units effectiueness is 
proportionately reduced as its troops 
are killed in action. [Infantry unit 
sections only.) 

Prerequisites: Informs you of the 
additional units/structures that must 
be built in order to build the desired 
unit/structure. 

Defense-Related info 

Here's how to read the Armor and 

Health tables featured in each unit and 

structure section: 

Health: A relatiue ualue that indicates 
how much health the unit/structure 
has. The higher the number, the 
more damage the unit/structure can 
withstand before being destroyed. 




Rochet: A percentage that reueals how uulnerable the unit/structure's armor is to Rocket- 
class attacks. Euamples include missiles and RPGs [Rocket-Propelled Grenades). A 
ualue of 100% means the unit/structure would suffer the total potential damage from 
this form of attack. 

Gun: A percentage that shows how uulnerable the unit/structure's armor is to Gun-class 
attacks. Euamples include pistols, machine guns, and other ballistic weaponry. A 
ualue of 100% means the unit/structure will suffer the total potential damage from 
this form of attack. 

Cannon: A percentage that illustrates how uulnerable the unit/structure's armor is to 
Cannon-class attacks. Euamples include tank cannons, lasers, and rail guns. A ualue of 
100% means the unit/structure will suffer the total potential damage from this form 
of attack. 

Grenade: A percentage that reueals how uulnerable the unit/structure's armor is to 
Grenade-class attacks. Euamples include grenades and fire-based attacks. A ualue of 
100% means the unit/structure will suffer the total potential damage from this form 
of attack. 

Sniper: A percentage that shows how uulnerable the unit/structure's armor is to Sniper- 
class attacks. Euamples include sniper rifles and high-impact ballistic weaponry. A 
ualue of 100% means the unit/structure will suffer the total potential damage from 
this form of attack. 

Suppression: A relatiue ualue that indicates how resistant the unit is to suppression. All 
attacks haue a cumulatiue suppression effect; if a unit suffers enough suppression 
damage to euceed this figure, the unit becomes suppressed. Suppressed units suffer 
a 75% reduction in mouernent speed but gain a 25% bonus to all armor ratings. 
[Infantry unit sections only.) 

Offense-Related info 

Here's how to read the Attacks and Damage tables found in many unit and structure 
sections: 

Class: Indicates the class of weaponry the unit/structure wields: Rocket, Gun, Cannon, 
Grenade, or Sniper. Some weapon classes are better against certain targets than 
others. 

Range: A relatiue figure that shows the effectiue range of the unit/structure's weaponry. 

Higher ualues mean the unit/structure can attack more distant targets. 

Speed: A relatiue ualue that indicates how fast the unit/structure's attacks trauel. The 
higher the number, the less time it takes for each attack to strike its target. 

Ramage: A relatiue figure that indicates the power of each of the unit/structure's attacks. 
The higher the ualue, the more damage each attack can potentially inflict. Note that 
this ualue can be misleading, as it represents the damage of each indiuidual attack 
[one round from a rapid-fire machine gun, etc). Also, attack damage can be greatly 
marginalized when firing on unfauorable targets. 

Suppression: A relatiue ualue that shows the amount of suppression each indiuidual 
attack inflicts against infantry targets. The higher the ualue, the faster the unit will 
succumb to suppression. [Like damage, suppression is a cumulatiue effect.) 

calculating Damage 

It seems a bit complicated at first glance, but the math inuolued in Command 0 
Conquer damage calculation system is actually quite simple. Simply take the 
attacking unit's weaponry class and damage potential [found within the unit's 
Attacks and Damage table] and cross-reference it against the appropriate armor 
rating and health of the defending unit. 

For euample, a GDI APC firing on a fullg-euposed Nod militant Rocket Squad would 
inflict 25 points of damage with each bullet that lands. This is because the militant 
Rocket Squad's armor allows 100% of a Gun-class attack's potential damage to pass 
through, and the APC happens to employ a Gun-class weapon that inflicts 25 points of 
damage with each shot. Factoring in the incredibly high rate of fire coming from the Ape's 
machine gun turret, that militant Rocket Squad isn't long for this world! 

\ / 
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The Global Defense Initiative (GDI) is a poiuerful military organization that strives to enforce the lauu and keep the peace on 
Earth. Their vision is to one day live in a morld ruled by common sense and reason, inhere all are free to live out their lives in 
happiness and security. Though they cannot dispute its value as a potent resource, GDI vieins Tiberium as a hazardous threat 
to the planet’s ecosystem that must be contained — perhaps eradicated from Earth entirely. Hoinever, GDI faces stiff opposition 
in the face of the Brotherhood of Nod: a society of dangerous fanatics that luorships the mysterious green crystal and seeks to 
coexist Lilith it, uuhich they believe uuill enhance all life on Earth. 

Rs a faction, GDI is geared touuard heavy ground offensives: they boast some of the most 
poiuerful infantry and vehicle units in the game. Most of GDI’s forces are designed to oblit- 
erate land-based targets, luith aerial offensives and countermeasures a secondary thought. 

Many of GDI’s support poiuers revolve around placing additional troops on the field; this 
helps them outmaneuver their foes and overiuhelm them luith superior firepoiuer. 


[Faction strengths] 


k 


■ Dominant ground forces 
Deuastating artillerg 
Reinforcement support pouiers 


GDI Structures 

GDI’s structures are fairly standard and 
most function just as you’d expect. 
Hoiuever, a feiu are luorthy of special 
mention: 

GDI Rrmorles are unique in that they 
can heal infantry units; this is the only 
structure in the game capable of such 
a feat, and it can be a great advantage 
in prolonging the lifespan of heavier GDI 
infantry, such as Zone Troopers and 
Commandos. 



Dn the other hand, GDI Rlrfleldsare 
someiuhat restrictive: they can produce 
only four aircraft at a time. This is a 
significant drauuback, as it forces GDI 
Commanders to construct additional 
Rirfields if they uuant to deploy larger 
fleets of aircraft — no other faction’s air 
forces are limited in this manner. 

GDI Poijuer Plants are also luorth 
mention: compared to their rivals, GDI 
PoLuer Plants are the most expen- 
sive and time-consuming to build and 


deploy. This draiuback is made up for 
by the loin cost and fast research time 
of GDI Pooler Plants’ Rdvanced Turbines 
upgrade, oihich increases their pooler 
output by 50%. 

Finally, GDI’s advanced base 
defenses. Sonic Emitters, can rotate 
360 degrees to fire high-poojered 
frequency blasts at land-based threats 
from any direction, oiith devastating 
results. Sonic Emitters can’t target 
hostile aircraft hooiever, so don’t sell off 
those RR Batteries. 

production stnictuies 
oirfield 

nitcranpioductlonsnuctun! 

Cost: 1,000 
BuiitlTime: 10 sec 
Power: -8 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/0 
Prerequisites: Command Post 

■ Builds and deplogs GDI aircraft units 

■ Repairs and rearms docked aircraft 

■ Enables Call for Transport abilitg in GDI 
ground units 

■ Prouides Bloodhounds support power 

■ Prouides Orca Strike support power 


1 

Armor and 

Health 

Health 

ijn 

■Hnw 

mm 


1 y,ooo 1 

[Hi] 


1 100% 1 100% 1 



RrinDru 

infantry suppnrt center 

cost: 1,000 
Build Time: 10 sec 
Power: -7 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 360 
Rotating Turret?: N/0 
Prerequisites: Barracks 

■ Heals injured infantrg (units must enter 
the Armorg to heal] 

■ Allows Composite Armor upgrade for 
Riflemen, missile Squads, and Grenadiers 
[1,000; 40 sec] 

■ Allows Scanner Packs upgrade for Zone 
Troopers [1,000; 40 sec] 

■ Allows Power Packs upgrade for Zone 
Troopers [2,000; 80 sec] 

■ Prouides GDI Airborne support power 


1 

Armor and 

Health 

Health 

liplili 

Gun 

MfII 

IfIFFIl 
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1 3,000 1 

1 50% 1 

1 25% 1 

1 75°/. 1 

100% 1 

Lj^ 


Barrachs 

inlantiuPniductlon structure 


Cost: 500 
Build Time: 5 sec 
Power: -5 
Uision Range: 160 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Power Plant 

■ Trains and deplogs GDI infantrg 
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1 100% 1 
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cominand Post 

Tech hduancement structure 

Cost: L500 
Build Time: 15 sec 
Power: -9 
Uision Range: 100 
Shroud Clear: 500 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prereguisites: Power Plant; Refinery 

■ Onlocks aduanced units and structures 

■ Prouides Radar Scan support power 



1 

Armor and 

Health 

Health 


Gun 


Iwli 

1 5,000 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1% 1 


construction vard 

primaru Base construction Facilitu 

cost: E.500 [for mcu) 

Build Time: 25 sec [mcu] 

Power: +10 
Uision Range: 100 
Shroud Clear: 500 
Ground Control Bonus: 360 
Rotating Turret?: N/A 
Prerequisites: mcu 



Prouides one additional Production 
Structure queue 

Prouides one additional Support Structure 
queue 

Additional Cranes can be constructed for 
euen more production queues 


1 

Armor and 

Health 

Health 


Gun 

Hi 

Hi 

EMI 


3,000 


75°/o I 100°/o I 


pouier Plant 



Base Power Facility 

Cost: 800 
Build Time: 8 sec 
Power: +15 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 

■ Prouides power 

■ Power output can be enhanced by +10 
through Aduanced Turbines upgrade [300; 
6 sec; requires Tech Center) 


■ mcu unpacks into this base production 
structure 

■ Enables radar 

■ Prouides power 

■ Prouides a large build radius for structure 
placement 

■ Prouides one Production Structure queue 

■ Prouides one Support Structure queue 

■ Builds and deploys Surueyors for base 
eKpansion operations 

■ Additional Construction Vards can be 
assembled for more production queues 
[build mcus) 


1 

Armor and 

Health 

Health 


Gun 
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1 20,000 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1% 1 


crane 

secondaru Base construction Facilitu 

Cost: L500 
Build Time: 15 sec 
Power: -10 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 150 
Rotating Turret?: N/A 
Prerequisites: Construction 
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Armor and 

Health 

Health 
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1 M,000 1 

50% 

[25%] 

1 75°/° 1 

100% 1 
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Retineiy 

TlbEilum PwcBsslng and storage Facility 

Cost: 2,000 
Build Time: 20 
Power: -6 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 

■ Processes and stores up to 5,000 
Tiberium 

■ Comes with a Haruester to allow the 
gathering of Tiberium resources 


1 

Armor and 

Health 

Health 

im 
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1 75°/. 1 

100% 1 
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space command uplinh 

fldiianced support strncidie 

Cost: 3,000 
Build Time: 30 sec 
Power: -15 
Uision Range: 100 
Shroud Clear: 1,000 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Tech Center 

■ Prouides Shockwaue Artillery support 
power 

■ Prouides Zone Trooper Orop Pods support 
power 


Armor and Health 


jlipiHlil 

75°/. I 100°/. I 1 % I 




rechcepter 

HlglMechydpancenientsnpctuie 

Cost: 4,000 
Build Time: 40 sec 
Power: -12 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Command Post 

■ Unlocks high-tech units and structures 

■ Allows mortar upgrade for Pitbulls [1,000; 
40 sec) 

■ Allows Rail Gun upgrade for Predators 
and mammoths [3,000; 120 sec) 

■ Allows Sensor Pod upgrade for Orcas 
[500; 20 sec) 

■ Allows Stratofighter upgrade for 
Firehawks [2,000; 80 sec) 

■ Enables Aduanced Turbines upgrade at 
Power Plants 

■ Prouides Sharpshooter Team support 
power 


Armor and Health 
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uiar ractoru 

uehicle ProductiDn structure 

Cost: 2.Q0Q 
Build Time: 20 sec 
Power: -7 
Uision Range: 160 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Power Plant; Refinery 

■ Builds and deploys GOI uehicles 

■ Repairs nearby allied uehicles [within 
repair radius) 

■ Prouides Bloodhounds support power 



1 

Armor and 

Health 

Realth 


■Hnw 
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1 10,000 1 

50% 


1 75% 1 100% 1 



suppDit structures 
UP Battery 

M-HliBasEDetEnse 

Cost: BOO 
Build Time: B sec 
Power: -5 
Uision Range: 450 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves [normal] 
Prerequisites: Command Post 

■ Oetects stealthed units 

■ Strong against hostile aircraft 

■ Will not fire on hostile ground forces 



Armor and Health 


Attache and Damage 

Range speed Damage 


I Gun I M50 I Instant | 35 | 55 | 

Guardian cannon 

onti-uehicle Base Defense 

Cost: 1,200 
Build Time: 12 sec 
Power: -B 
Uision Range: 350 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves [fast) 

Prerequisites: Barracks 



■ Oetects stealthed units 

■ Strong against hostile uehicles 

■ Largely ineffectiue against enemy 
infantry 

■ Will not fire on hostile aircraft 


1 

Armor and Health 

Health 

mm 
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1 ^,ODO 1 

1 50% 1 

1 25% 1 75% 1 100% 1 1% 1 


Attachs and Damage 

Class 

Range 

speed Damage suppiessinn 

1 Cannon | 

1 350 1 

1 !,□□□ |350 1 50 1 


IBP cannupcuptrul center 

supetuieaponSDiictuiE 

Cost: 5^000 
Build Time: 50 sec 
Power: -20 
Uision Range: 100 
Shroud Clear: 100 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Tech Center 

■ Charges the Ion Cannon superweapon 

■ Prouides Ion Cannon support power 

■ Only one Ion Cannon Control Center mag 
be built at a time 



Armor and Health 


Attache and Damage 

Range speed Damage suppression 


I Cannon | Infinite | Instant |gD,DDO| — | 

sonic Emitter 

flduanced Base Defense 

cost: 2,000 
Build Time: 20 sec 
Power: -15 
Uision Range: 375 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves [normal) 

Prerequisites: Tech Center 

■ Oetects stealthed units 

■ Strong against hostile uehicles 

■ Effectiue against enemy infantry 

■ Will not fire on hostile aircraft 


Armor and Health 



Attachs and Damage 

Class 

Range 

speed 

Damage 

suppiessinn 

Cannon 

375 

Instant 

lOOO/ 

3,000 

— 



TIUerluni Slln 

RBSoprcEStpragpFacIlltg 

Cost: 500 
Build Time: 5 sec 
Power: -3 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 100 
Rotating Turret?: N/A 
Prerequisites: Refinery 

■ Stores up to 2,000 Tiberium, allowing for 
a greater maKimum reserue 


Armor and Health 


Ulatclitoiuer 

pnn-iniannyBasEPEiEnsE 

Cost: 600 
Build Time: 6 sec 
Power: -5 
Uision Range: 350 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves [normal) 
Prerequisites: Power Plant 

■ Oetects stealthed units 

■ Strong against hostile infantry 

■ Largely ineffectiue against enemy 
uehicles 

■ Will not fire on hostile aircraft 



Armor and Health 


Attachs and Damage 

Class 

Range 

speed 

Damage 

suppresslBB 

1 Gun 1 

1 350 1 

1 Instant 

1 15 1 



other structures 
Battle Base 



FonuatdPEtEusiuEStnre 

Cost: 2,000 [for Rig] 

Build Time: 20 sec [for Rig]/ 

5 sec [Unpack] 

Power: N/A 
Uision Range: 450 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves [normal) 
Prerequisites: Rig 

■ Rig uehicle unpacks into this forward 
defensiue structure 

■ Oetects stealthed units 

■ Strong against hostile uehicles and 
aircraft 
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■ Repairs nearby allied uehicles (ujithin 
repair radius) 

■ Can be repaired lihe other structures 
through Repair mode 


Armor and Health 




5,000 I 25% I 55% 1 100°/. | 100% | 1% | 


Attacks and Damage 

Class 1 

Range 

speed 

Damage 

suppiession 

Cannon 

300 

500 

500 

50 

Rocket 

MOO 

200 

150 

50 


FOHlIOle 

stationain Rifleman DElensE 

Cost: 300 
Build Time: 10 sec 
Power: N/0 
Uision Range: 300 
Shroud Clear: 400 
Ground Control Bonus: None 
Rotating Turret?: N/A 
Prereguisites: Rifleman Squad 

■ Created uia Rifleman Squad Oig In ability 

■ Prouides a sandbag bunker for stationary 
Rifleman Squad defense 


1 

Armor and 

Health 

Health 


Gun 


Iwll 

1 2,000 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1% 1 


outpost 

BasefEpanslEEFaEllltg 

Cost: L500 [for Surueyor) 

Build Time: 15 sec (Surueyor)/ 

30 sec [Unpack) 

Power: N/A 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 360 
Rotating Turret?: N/A 
Prereguisites: Surueyor 

■ Surueyor uehicle unpacks into this 
structure 

■ Once unpacked. Outpost prouides a large 
build radius for structure placement 

■ Enables the construction of auHiliary 
bases and forward outposts 


1 

Armor and 

Health 

Health 


Gun 


Iwli 

1 2,000 1 

|ioo%| 

|ioo%| 

1 100% 1 100% 1 

1 1% 1 


GDI Units 


Nolu that LueVe covered the GDI’s tech 
tree and structures, let’s take a look 
at the units that make their armies so 
fearsome to combat on the battlefield. 



inrantm 

GDI’s infantry units run the gamut, from 
basic to elite to everything in betmeen. 
The primary role of GDI’s infantry is to 
support their poLuerful vehicles — though 
GDI’s heavier foot soldiers, such as 
Zone Troopers, can easily cause as 
much chaos on the battlefield as their 
formidable tanks. 



Rll GDI infantry units can catch a ride 
in allied RPCs for fast ground transport 
and improved armor protection. Infantry 
can also fire their meapons from slots 
in the RPC, effectively adding their fire- 
poLiier to the vehicle’s. This pairing of 
GDI infantry and RPC vehicles is a huge 
advantage and unique to the GDI faction. 

The Rifleman Squad’s Dig in ability 
helps them defend key positions, such 
as allied outposts, Tiberium fields, and 
neutral tech structures. No Commander 
should overlook this useful skill. 



The Zone Trooper's and Commando’s 

Jump Jets ability alloiiis them to 
quickly move about the battlefield, 
leaping into the fray or out of harm’s 
may. This unique talent should be 
used to maximum benefit. 





Finally, GDI’s stealthed Sniper Teams 
are perfect for surprise assaults on 
enemy bases and outposts. Their 
ability to sight targets for GDI’s massive 
Juggernauts alloms these heavy artil- 
lery behemoths to fire on hostile struc- 
tures from clear across the battlefield. 


comniando 


[lite infantry 

Cost: 2,000 
Build Time: 20 sec 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 50 
Attach While mouing?: Ves 
Troops per Unit: 1 

Prerequisites: Tech Center; Armory 



■ Strong against infantry and structures 

■ Instantly destroys enemy structures and 
walker units with close-range euplosiue 
charges 

■ Quickly moues about the battlefield uia 
Jump Jets ability; can leap ouer walls and 
other obstacles 

■ Can call for a U35 Oh transport uia Call for 
Transport ability [requires Airfield) 

■ Only one Commando may be trained at a 
time 


Armor and Health 


I 500 I 55% |100°/. I 50% I 75°/. 1 500°/. | 1,000 


Attachs and Damage 

Class Range speed DamaoB soppression 


I Sniper | 300 | Instant | 500 | 55 | 


Engineer 

utility lEfsnini 

Cost: 500 
Build Time: 5 
Uision Range: 50 
Shroud Clear: 100 
mouenient Speed: 30 
Attach While mouing?: N/A 
Troops per Unit: 1 
Prerequisites: Barracks 

■ Weaponless 

■ Can capture hostile and neutral 
structures for a uariety of benefits 

■ Can capture husks of fallen walker units 
to repair them and claim them for GOI 
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Can instantly repair damaged GDI 
buildings 

Can instantly repair collapsed bridges 
by capturing one of tbe nearby bridge 
touiers 

Can call for a U35 On transport uia Call for 
Transport ability (requires Airfield) 


Armor and Health 

Roaldi 

Rociret 

Gun 

cannnn 

Gronade 

sniper 

suppressinn 


1 25% 1 

|100%| 

1 50% 1 

1 75% 1 

500% 1 

1 500 1 



Grenadier squad 

(iduancEdintaniiii 

Cost: 800 
Build Time: 8 sec 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 40 
Attach Ulhile mouing?: Ves 
Troops per Unit: 4 
Prerequisites: Command Post 

■ Strong against infantry and structures 

■ Can instantly clear structures garrisoned 
by hostiles 

■ Can call for a U35 On transport uia Call for 
Transport ability [requires Airfield) 

■ Defensiue ability can be improued 
uia Armory Composite Armor upgrade 
(increases armor and bealtb) 


Armor and Health 

BH 


Ml 

PHI 

IIHl 

Hlllllll}|,t.1lllll 


25% |lOO% 

50% 

Lt5%J 

500% 1 

r looo 1 


Attache and Damage 

Class 1 

1 Range 

speed 

Damage 

suppression 

1 Grenade | 

200 1 

1 100 1 

1 2M0 I 

L_30 1 


missile squad 

Basic infantni 

Cost: 400 
Build Time: 4 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 40 
Attach Ulhile mouing?: No 
Troops per Unit: 2 
Prerequisites: Barracks 

■ Strong against uebicles and aircraft 

■ Can call for a U35 On transport uia Call for 
Transport ability (requires Airfield) 




• Defensiue ability can be improued 
uia Armory Composite Armor upgrade 
(increases armor and health) 


Armor and Health 

i nochet Gun cannon Grenade sniper srrppressinn 


Attache and Damage 

Class Range speed Damage srrppressinn 


I Rocket I 300 | 300 | 500 | 


10 


] 


4 


Rirreman squad 

Basic infanny 

Cost: 300 
Build Time: 3 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 45 
Attach Ulhile mouing?: Ves 
Troops per Unit: 6 
Prerequisites: Barracks 

■ Strong against infantry 

■ Can create a stationary sandbag bunker 
for improued defense uia Dig In ability 

■ Can call for a U35 Ok transport uia Call for 
Transport ability (requires Airfield) 

■ Defensiue ability can be improued 
uia Armory Composite Armor upgrade 
[increases armor and health) 


Armor and Health 

Itn nncliet cun cannnn Grenade sniper srrppressinn 


I M50 I 10% 1 100°/. I 50°/. I 75% 1 500% | 500 | 


Attache and Damage 

Class Range speed Damage suppressinn 


I Gun I 560 I Instant | 15 | 


sniper ream 



BduancedinfaBny 

Cost: LOOO 
Build Time: 10 sec 
Uision Range: 400 
Shroud Clear: 500 
mouernent Speed: 45 
Attach Ulhile mouing?: No 
Troops per Unit: 2 
Prerequisites: Armory 

■ Stealthed 

■ Strong against infantry 

■ Can spot targets for long-range 
Juggernaut artillery strikes [only uihen 
not garrisoned inside structures or APCs) 

■ Can call for a U35 Ok transport uia Call for 
Transport ability (requires Airfield) 


Armor and Health 


il^liiailildlldMdlllMMIMM 

I 600 I 2S% \]Q0% I 50°/o I 75°/o | 


Attache and Damage 

Class Range speed Damage suppressinn 


I Sniper | M50 | Instant | 500 | 550 | 


300 35°/. 100% 50°/. 75% 500°/. 75 zone Troopers 



Heauginfadtiy 

Cost: 1,300 
Build Time: 13 sec 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 55 
Attach Ulhile mouing?: Ves 
Troops per Unit: 4 
Prerequisites: Tech Center 

■ Strong against uebicles and structures 

■ Quickly moues about the battlefield uia 
jump jets ability: can leap ouer mails and 
other obstacles 

■ Can call for a U35 Ok transport uia Call for 
Transport ability [requires Airfield) 

■ Defensiue ability can be improued uia 
Armory Pomer Packs upgrade [increases 
health: health is recouered ouer time 
mhile idle) 

■ Sighting ability can be improued 
uia Armory Scanner Packs upgrade 
[increases sight range: detects stealth in 
a small radius) 


Armor and Health 




Attache and Damage 

Class Range speed Damage suppression 


J I Cannon | 300 | Instant | 8M0 | 100 | 


ueTiicres 


Vehicles are the strength of the GDI 
army; no other faction can bring an 
armored force to bear quite like the 
GDI. Their unstoppable ground pres- 
ence is often the key factor in deter- 
mining GDI victories. 
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The GDI Pitbull is their primary scout 
unit. Use it in the early stages of a 
conflict to spy on your enemies and 
harass their Harvesters. 



Speaking of HarvestenSp the GDI’s 
Harvester is the only one that comes 
equipped Luith a light machine gun 
turret. This helps the Harvester Luard 
off pesky infantry squads, but it uuon’t 
do much against advanced infantry or 
armored threats. 



RPCs are perhaps the most versatile 
vehicles in the game. These armored 
troop transports are outfitted uuith 
a poLuerful machine gun turret that 
makes short Luork of hostile infantry 
and aircraft alike (though faster aircraft 
are tough for it to track). Each RPC 
can also carry one allied infantry unit, 
and this unique ability is beneficial to 
both parties: the infantry unit gains 
the protection and mobility of the RPC, 
uuhile the RPC gains the firepouuer of 
its passengers. 

Predators and Mammoth Tanks are 

the true poLuer of the GDI military. 
Predators are fast, cheap to build, 
uuell armored, and very dangerous 
against enemy vehicles and structures. 
Mammoths are sIolu and expensive, 
but they can crush just about anything 
they come up against, including hostile 
aircraft. Best of all, these units can 
be made even more frightening by 
diverting funds to research the Tech 
Center's Rail Gun upgrade. 



The Rig is another unique GDI vehicle. 
SIolu and Lueaponless in its vehicular 
form, the Rig can quickly unpack into a 
Battle Base structure, luhich provides 
additional firepoLuer and frontline 
support to other GDI vehicles. 

Lastly, the Juggernaut is GDI’s lualker 
unit. This mobile artillery behemoth 
is lethal against structures and sIolu- 
moving vehicles, but it can’t combat 
airborne threats. GDI Sniper Teams can 
be used to sight distant targets for long- 
range Juggernaut assaults, Luhich helps 
keep these expensive lualkers aiuay 
from the frontline. 

OPC 

uersatile Transport uehicle 

Cost: 700 
Build Time: 7 sec 
Uision Range: 350 
Shroud Clear: 400 
movement Speed: 60 
Attach uuhile moving?: Ves 
Rotating Turret?: Ves (normal] 

Prerequisites: UJar Factory 

■ Strong against infantry and aircraft 

■ Can carry and transport one infantry unit; 
infantry unit may then fire from inside the 
APC and is protected from harm; infantry 
unit is lost if the APC is destroyed 

■ Can set douun stealthed minefields via 
Lay minefield ability 

■ Can call for a U35 On transport via Call for 
Transport ability [requires Airfield] 


1 

Armor and Health 

Health 

mm 

■HIliHHililililiUlililililMillilill 

1 2,800 1 

75% 1 

1 55% 1 100% 1 50% 1 1% 1 


Attachs and Damaga 

Class 

Range 

speed Damage suppression 

1 Gun 1 

1 250 1 

1 Instant | 36 | 25 | 


Haruester 

ResoutcE uehicle 


Cost: LOOO 
Build Time: 10 sec 
Vision Range: 150 
Shroud Clear: 320 
movement Speed: 50 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves (normal] 
Prerequisites: Ular Factory; Refinery 


■ Gathers Tiberium to process and store at 
the nearest Refinery 

■ Carries loads of up to 2,000 green 
Tiberium or 4,000 blue Tiberium. 

■ Armed uuith a light machine gun turret to 
uuard off hostile infantry 

■ Can be ordered back to nearest Refinery 
via Return to Refinery ability 


1 

Armor and 

Health 

Health 

im 

■hhw 

dilihliliUidihlilHillildl 

1 7,500 1 

1 75% 1 

1 1 

1 110% 1 25% 1 1% 1 


Attache and Damage 

Class 

Range 

speei 

1 Damage suppression 

1 Gun 

1 300 1 

1 Instant | 10 | 25 | 


juggernaut 

Heauu artilleru iiialher 

cost: 2,200 
Build Time: 22 sec 
Vision Range: 350 
Shroud Clear: 400 
movement Speed: 40 
Attach Ulhile moving?: No 
Rotating Turret?: Ves (slouu] 

Prerequisites: Tech Center 

■ Strong against structures 

■ Effective against vehicles 

■ Can uuork uuith allied Sniper Teams 
to strike remote targets via Bombard 
Spotted Target ability (Sniper Team must 
sight these targets] 


1 

Armor and Health 

Health 

Bl 

■dlliHlilililiUidihlilHillildl 

1 5,000 1 

^5^ 

1 25% 1 100% 1 25% 1 1% 1 


Attache and Damage 

Class 

Range 

speed Damage suppression 

1 Cannon | 

1 500 1 

1 500 |3,000| 100 1 


mamniDtiiranii 

Heauyranh 

Cost: 2,500 
Build Time: 25 sec 
Vision Range: 350 
Shroud Clear: 400 
movement Speed: 40 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves [normal] 

Prerequisites: Tech Center 

■ Strong against vehicles and structures 

■ Effective against aircraft 


mil ■nil 
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Can crush light uehicles by rolling ouer 
them 

Offensiue ability can be improued uia 
Tech Center Rail Gun upgrade [increases 
attack damage) 


Armor and Health 


Attachs and Damage 

Class 

Range 

speed 

Damage 

suppression 

Cannon/ 

Rocket 

300 

Instant 

!,□□□/ 

800 

— 


mcu 


construction uehicle 




'rm 



Cost: 2,500 
Build Time: 25 sec 
Uision Range: 100 
Shroud Clear: 200 
mouernent Speed: 40 
Attach Ulhile moving?: N/A 
Rotating Turret?: N/A 
Prereguisites: UJar Factory 

■ Uleaponless 

■ Unpacks into Construction Vard structure 

■ Construction Vard provides a uide build 
radius and production/support structure 
gueues 


1 

Armor and 

Health 

Health 


Gun 

MilililililrtWiltlill 

IlFli 

1 2,500 1 

[75^ 

1 25% 1 

1 100% 1 25% 1 

1 1% 1 


Pitbull 



light uehicle 

Cost: 700 
Build Time: 7 sec 
Uision Range: 350 
Shroud Clear: 500 
movement Speed: 115 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves [normal] 

Prerequisites: Ular Factory 

■ Oetects stealth 

■ Strong against aircraft 

■ Effective against other light vehicles 

■ Can call for a V35 On transport via Call for 
Transport ability [requires Airfield] 

■ Offensive ability can be improved via 
Tech Center mortar upgrade [increases 
attack range and damage] 


1 

Armor and Health 

Health 

Hi] 


1 1,500 1 

1 75°/. 1 

1 50% 1 100% 1 1% 1 1 


Attache and Damage 

Class 

Range 

speed Damage suppression 

1 Rocket 1 

1 250 1 

1 200 1 MOO 1 50 1 


predatoiTanh 



mcdiuhiiahh 

Cost: 1,100 
Build Time: 1 1 sec 
Uision Range: 350 
Shroud Clear: 400 
movement Speed: 60 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves [normal] 

Prerequisites: Ular Factory 

■ Strong against vehicles and structures 

■ Can call for a V35 Ok transport via Call for 
Transport ability [requires Airfield] 

■ Offensive ability can be improved via 
Tech Center Rail Gun upgrade [increases 
attack damage] 


1 

Armor and 

Health 

Health 

mm 

■Hnw 

mm 


1 3, MOO 1 


[Hi] 

1 100% 1 25% 1 



Attache and Damage 

Class 

Range 

speed 

Damage 

suppression 

1 Cannon | 

300 1 

1 1,000 1 

1 572 1 

1 MO 1 


Rig 



utilitu uehicle 

cost: 2,000 
Build Time: 20 sec 
Uision Range: 250 
Shroud Clear: 320 
movement Speed: 50 
Attach Ulhile moving?: N/A 
Rotating Turret?: N/A 
Prerequisites: Command Post 

■ Uleaponless 

■ Unpacks into Battle Base structure 

■ Battle Base provides foruiard defenses 
and repairs nearby allied vehicles 

■ Ulhile packed up, the Rig can be repaired 
Ulhile stationed near a Ular Factory 

or another Battle Base just like other 
vehicles 


1 

Armor and 

Health 

Health 

mm 

Gun 


FiMi 

1 1,500 1 

[75^ 

1 25% 1 

1 100% 1 25% 1 

Lj^ 



Light uehicle 

cost: 1,500 
Build Time: 15 sec 
Uision Range: 100 
Shroud Clear: 200 
movement Speed: 50 
Attach Ulhile moving?: N/A 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 

■ Uleaponless 

■ Unpacks into Outpost structure 

■ Outpost provides a viide build radius for 
additional structure placement, enabling 
the creation of auHiliary bases 

■ Can call for a V35 Oh transport via Call for 
Transport ability [requires Airfield] 


Armor and Health 


bluralt 


Like infantry, GDi primariiy uses aircraft 
as support for its vehicies. Though 
poLuerfui, GDi’s air forces are iimited 
by the fact that each Rirfieid can oniy 
support up to four craft. Furthermore, 
aii GDi aircraft carry a iimited uueaponry 
payioad and must land at an Rirfieid 
to rearm after each attack run. This 
often causes GDI Commanders to focus 
on ground assaults instead of aerial 
bombardments. 



Orcas are GDI’s light aircraft units. 
Their standard payload of six air- 
to-surface bombs is quite effective 
against hostile structures and vehicles, 
but the lightly-armored Drca has no 
means of defending itself from other 
airborne units. 

Rrehaijuks are heavier and more 
versatile attack craft. They can be 
outfitted uuith either tmo heavy air-to- 
surface bombs or four potent air-to-air 
missiles uuhen docked at the Rirfieid. 
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anti-air defenses. 

Firehauih 

Heauyniimti 

Cost: L500 
Build Time: 15 sec 
Uision Range: 350 
Shroud Clear: 450 
mouernent Speed: 190 
Attach Ulhile mouing?: Ves 
Uleaponrg Pagload: 2 [bombs]/4 (missiles) 
Prerequisites: Tech Center 

■ Strong against uehicles and structures, 
or aircraft (depending on ueaponrg 
pagload) 

■ Can be armed with either air-to-surface 
bombs (2) or air-to-air missiles (4) 
(choose uuhile docked at Airfield uia 
missile Loadout and Bomb Loadout 
abilities) 

■ must dock at Airfield to replenish 
Uleaponrg pagload 

■ Health can be restored bg docking at 
Airfield for repairs 

■ Can be ordered to dock at Airfield uia 
Return to Airfield abilitg 

■ Can learn the Stratofighter upgrade 
abilitg uia Tech Center research, enabling 
Firehauiks to fig into the stratosphere 
and then back douin, quicklg mouing 
about the battlefield and circumuenting 
enemg anti-air defenses 


■ must dock at Airfield to replenish 
Uleaponrg pagload 

■ Health can be restored bg docking at 
Airfield for repairs 

■ Can be ordered to dock at Airfield uia 
Return to Airfield abilitg 

■ Can detect nearbg stealthed hostiles uia 
Pulse Scan abilitg 

■ Can learn the Sensor Pod upgrade abilitg 
uia Tech Center research, enabling Rrcas 
to launch Sensor Pods that reueal nearbg 
shroud and stealthed units 


1 

Armor and 

Health 

Health 

mm 

■hHw 

Hli 

liill 

RmrI 

1 1-500 1 

100% 

100% 

1 100% 1 

100% 1 



Attachs and Damage 

Class 

Range 

speed 

Damage 

suppression 

1 Rocket 1 

1 250 1 

1 200 1 

1 750 1 

1 !5 1 


U35 0H 

Transport Dircraft 

Cost: N/A 
Build Time: N/A 
Uision Range: ISO 
Shroud Clear: 6D0 
mouenient Speed: 160 
Attach Ulhile mouing?: Ves 
Uleaponrg Pagload: N/A 
Prerequisites: Airfield 

■ Lightlg armored transport aircraft 


Bloodhounds 

RelnforcBriBntPoiiiBt 

Tluo veteran-rank Pitbulls and tmo 
veteran-rank RPCs are deployed to the 
battlefield via V35 Dx transport ships. If 
the Oxen are shot doLun prior to deploy- 
ment, these units are lost. 


Stats 

snurce 

pre- 

regnlsite 

Re- 

charge 

cost 

use In 
shrond? 

usenng- 

uihere? 

Command 

Post 

Tech 

Center 

Ln 

□ 

E 

2,000 

No 

No 


GDI Dirboioe 

RBlBtOrEBIBBBtPOIllBt 

Tuuo veteran-rank Rifleman Squads and 
tLuo veteran-rank Missile Squads are 
deployed to the battlefield via V35 Ox 
transport ships. If the Oxen are shot 
doiun prior to deployment, these units 
are lost. 


Stats 

snurce 

Pte- 

regnlsite 

Re- 

charge 

cnst 

use in 
Shroud? 

use nng- 
uihere? 

Command 

Post 

Rrmory 

Slouu 


No 

No 


ion cannon 





orca 

RssanltRltcialt 


■ Not intended for direct combat situations 

■ Used to ferrg ground units about the 
battlefield for surprise attacks, etc. 

■ If U35 Oh is destroged in transit, its 
passenger unit is lost 


1 

Armor and 

Health 

Health 

mm 

Gun 

filil 

lilmi 

pillllllTI 

1 750 1 

|ioo%| 

|ioo%| 

1 100% 1 

100% 1 

r 1% 1 


GDI Support Powers 


SBRBtBJBapBa 

The GDI's devastating supenueapon is 
capable of instantly annihilating enemy 
bases and crippling their presence on 
the battlefield. Rfter constructing the 
Ion Cannon Control Center, you must 
Luait 10 minutes before the Ion Cannon 
can be brought online. There's an 
additional 10-minute cool-doLun period 
betLueen each use. 


Cost: 1,100 
Build Time: 1 1 sec 
Uision Range: 250 
Shroud Clear: 300 
mouernent Speed: 175 
Attach Ulhile mouing?: Ves 
Uleaponrg Pagload: 6 bombs 
Prerequisites: Airfield 

■ Strong against uehicles 

■ Effectiue against structures 

■ Cannot combat airborne hostiles 



Many of GDI's support poLuers revolve 
around the rapid deployment of addi- 
tional ground forces, Luith a secondary 
focus on direct offensive assaults. 
Since most of these reinforcement 
support poLuers rely on V35 Dx trans- 
ports, it's a good idea to construct at 
least one Rirfield; this allouus you to 
use these support poiuers to bring 
troops to the field tmice as fast, flying 
them in as you train nem forces at your 
Barracks and Lllar Factories. 


Stats 

snurce 

pre- 

reguisite 

Re- 

charge 

cost 

use in 
Shroud? 

useung- 

luhere? 

Ion 

Cannon 

Control 

Center 

None 

Very 

slouu 

None 

Yes 

Yes 
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Dffensiue PDUier 

Orders several Orca attack aircraft to fly 
past and bombard a targeted location 
on the battlefield. These are special 
□rcas; they are not pulled from your air 
forces, and you may use your regular 
□rcas as normal Luhile this poLuer is 
in use. Like all aircraft, these Orcas 
can be shot domn by anti-air fire prior 
to reaching the bombing zone — if this 
occurs, the effectiveness of their attack 
run is reduced. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cust 

use iu 
shruud? 

useony- 

uihere? 

Rirfield 

Cmd. 

Post 

Med. 

500 

No 

Yes 


Radar scan 

intBlllgencBPiiiiiiei 

Banishes the shroud in a iiiide radius 
surrounding the targeted area, revealing 


all units and structures, including steal- 
thed units and structures. This effect 
persists for a short period of time. Use 
this to spy on your enemies from afar, 
or to set up other GDI support poLuers 
that cannot be used in shroud. 


Stats 

suurce 

Pre- 

requisite 

Re- 

charge 

cost 

use io 
Shroud? 

useoug- 

uihere? 

Command 

Post 

None 

Fast 

250 

Yes 

Yes 


sharpshooter Team 


RBinlOrCBIIIBIItPDUIBr 

Tmo veteran-rank Sniper Teams are 
depioyed to the battiefield via V35 Ox 
transport ships. If these are shot doLun 
prior to deployment, the units are lost. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

useio 

Shroud? 

use Rug- 
uihere? 

Command 

Post 

Rrmory; 

Tech 

Center 

Slouu 

2,500 

No 

No 


shochiuaue ortilleru 

otrGnsiuBPDUiGr 

Sonic artillery shells bombard a 
targeted area, inflicting heavy damage 
on all units and structures in the 
vicinity. RIso temporarily disables all 
mechanical units and structures due to 
EMP effect. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

useio 

Shroud? 

useouq- 

uihere? 

Space 

Command 

Uplink 

None 

Med. 

1,500 

Yes 

Yes 


zooe Trooper hmp pods 

GeiGtGrcGGieGtPGUier 


Three Zone Trooper squads are quickly 
deployed to the battlefield via drop 
pods. This alloLus for rapid, heavy- 
infantry deployment Luithout fear of anti- 
aircraft fire. (No V35 Ox transports are 
used.) 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

useonq- 

uihere? 

Space 

Command 

Uplink 

Rrmory 

Slouu 

3,000 

No 

No 



IIHII Hi 
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The Brotherhood of Nod is an underground society of fanatics and zeaiots mho morship Tiberium and praise the giorious 
benefits they beiieve the crystai bestoms. They mish to incorporate Tiberium into everyday life, regardless of the damage 
that might be done to the planet’s ecosystem and the natural may of life on Earth. Nod despises GDI for interfering mith their 
great quest and viems the entire organization as a fascist regime mhose ignorance deserves no mercy. The tmo factions are 
engaged in an escalating mar mith each other, each one seeking to obliterate the other so their vision of the future can be 
fully realized. 


Rs members of an underground terrorist group. Nod Commanders must employ 
different tactics to defeat their enemies compared to GDI. Rather than relying on brute 
force, the Brotherhood uses stealth, deception, and hit-and-run tactics to create chaos 
and confusion. Their units are generally cheaper and meaker than GDI’s, but most can 
be brought to the field mith less cost and greater speed. This alloms Nod to apply 
constant pressure and adapt to their enemy’s tactics, eventually flooding the battlefield 
mith hoards of the faithful to crush their prey mhen the time is right. 


[Faction strengths] 



Hod Structures 

Most of Nod’s buildings are similar to 
GDI’s. In fact, some even share the 
same names, and their tech trees are 
nearly identical. There are a fern impor- 
tant differences to note, homever: 

Nod’s nirToiJuer is superior to GDI’s 
Rirfield in that just one Rir Tomer can 
produce an unlimited number of Venom 
aircraft. Homever, Venoms cannot dock 
at RirTomers and thus cannot receive 
repairs like GDI aircraft. Lllhile Rir 
Tomers can only support a maximum 
of four Vertigo Bombers, that’s really all 
you’ll ever need. 



The Brotherhood has no Rrmory 
structure: their closest counterpart 
is the Secret Shrine. This building 
provides access to infantry upgrades 
just like the Rrmory, but it can’t heal 
Nod’s foot soldiers. 


Nod’s Poijuer Plants aren’t quite as 
efficient as other factions; they produce 
a bit less energy from the get-go. 
Homever, these structures cost less 
and are quicker to build. 



Nod’s turret base defenses are quite 
different from their rivals; each one 
consists of a hub unit and three “satel- 
lite” turrets that must be placed in close 
proximity. The hub automatically repairs 
its satellites over time, even if they’re 
destroyed — the only may to truly elimi- 
nate a Nod defense turret is to take out 
its hub. 

Nod Obelisks of Light are advanced 
base defenses, and the bane of all 
ground units. These frightening tomers 
can quickly reduce heavily armored 
vehicles to ash, but unlike Serin Storm 
Columns, they’re unable to target 
airborne hostiles. 


Production structures 
uirTouier 

RircraftPrDductiDn structure 

Cost: 1.00Q 
Build Time: 10 sec 
Power: -5 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Operations Center 

■ Builds and deploys Nod aircraft units 

■ Repairs and rearms docked Uertigo 
Bombers 

■ Ooes not repair Uenoms 

■ Enables Call for Transport ability to Nod 
ground units 

■ Prouides mine Orop support power 


1 

Armor and 

Health 

Health 

liini 

Gun 

Piiiii 

lilFFIl 

wl 

1 3,000 1 

1 50 % 1 

1 25 % 1 

1 75 % 1 

100% 1 

1 1% 1 


construction vard 

MmaniBasBConsttuciloniacllltu 


Cost: 2.500 [for meu] 

Build Time: 25 sec [mcu] 
Power: +10 
Uision Range: 100 
Shroud Clear: 500 
Ground Control Bonus: 360 
Rotating Turret?: N/A 
Prerequisites: mcu 
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■ mcu unpacks into this base production 
structure 

■ Enables radar 

■ Prouides pouier 

■ Prouides a large build radius for structure 
placement 

■ Prouides one Production Structure queue 

■ Prouides one Support Structure queue 

■ Builds and deploys Emissaries for base 
enpansion operations 

■ Additional Construction Vards can be 
assembled for more production queues 
(build mcus) 


1 

Armor and 

Health 

Health 

Bl 

■hHw 



1 20,000 1 

50% 

[Hi] 

1 75% 1 100% 1 



crane 

secondary Base construction Facility 

cost: 1,500 
Build Time: 15 sec 
Pouier: -10 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 100 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 


tl 


• Prouides one additional Production 
Structure queue 

■ Prouides one additional Support Structure 
queue 

■ Additional Cranes can be constructed for 
euen more production queues 


1 

Armor and 

Health 

Health 


Gun 


ini 

1 2,000 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1% 1 


Hand of nod 

intaimg Production structure 

Cost: 500 
Build Time: 5 sec 
Pouier: -5 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Pouier Plant 

■ Trains and deploys Nod infantry 

■ Ones not heal allied infantry units 




1 

Armor and 

Health 

Health 

Hi] 

■hHw 



1 2,500 1 

50% 


1 75% 1 100% 1 



operations center 

lechuduancementstiuctute 

Cost: 1,500 
Build Time: 15 sec 
Pouier: -10 
Uision Range: 100 
Shroud Clear: 500 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Pouier Plant; Refinery 

■ Unlocks aduanced units and structures 

■ Prouides Oecoy Army support pouier 

■ Prouides Radar Jamming missile support 
pouier 



1 

Armor and 

Health 

Health 

Hi] 

■hHw 



1 5,000 1 

50% 


1 75% 1 100% 1 



POHier Plant 



Base Puuiur Facility 

Cost: 500 
Build Time: 5 sec 
Pouier: +20 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 

■ Prouides pouier 

■ Pouier output can be enhanced by +10 
through Liquid Tiberium Core upgrade 
(500; 6 sec; requires Tech Lab) 


Armor and Health 


Retineru 

TlDertyni Ptacesslng and statage lacllltg 

Cost: 2,000 
Build Time: 20 sec 
Pouier: -6 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 



Processes and stores up to 5,000 
Tiberium 

Comes uiith a Harvester to alloui the 
yatheriny of Tiberium resources 


Armor and Health 





75°/o I 100°/o I ]% I 



infantry support center 

Cost: 1,500 
Build Time: 15 sec 
Pouier: -B 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Hand of Nod 

■ Allouis Confessor upgrade for all 
militants (1,000; 40 sec) 

■ Allouis Tiberium Infusion upgrade for all 
Fanatics and militants (500; 20 sec) 

■ Prouides 5hadoui 5trike Team support 
pouier 

■ Ooes not heal allied infantry units 


Armor and Health 


lechlan 

Hlgli'iGcliddgancGniGntstnictgrE 

Cost: 4,000 
Build Time: 40 sec 
Pouier: -15 
Uision Range: 100 
shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Operations Center 

■ Unlocks high-tech units and structures 

■ Allouis EmP Coils upgrade for Raider 
Buggies (1,000; 40 sec) 

■ Allouis Laser Capacitors upgrade for 
Raider Buggies, 5corpion Tanks, and 
Uenoms (2,000; BO sec) 

■ Allouis Oozer Blades upgrade for 5corpion 
Tanks (1,000; 40 sec) 

■ Allouis 5ignature Generators upgrade for 
Uenoms (100; 13 sec) 

■ Enables Liquid Tiberium Core upgrade at 
Pouier Plants 

■ Prouides Cloaking Field support pouier 



Armor and Health 
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flttachs and Damage 

Class Range i^ieed Damage suppression 


Cost: 3^000 
Build Time: 30 sec 
Power: -15 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prereguisites: Tech Lab 

■ Prouides Catalyst missile support power 

■ Prouides Seed Tiberium support power 

■ Prouides Tiberium Uapor Bomb support 
power 


1 

Armor and 

Health 

Health 


Gun 


Iwli 

1 3,000 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1% 1 


mar ractoru 

uehicle ProductiDn structure 

cost: 2.000 
Build Time: 20 sec 
Power: -5 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Power Plant; Refinery 


■ Builds and deploys Nod uehicles 

■ Repairs nearby allied uehicles (within 
repair radius) 


Armor and 

Health 

Health 

mm 

■hHw 

Hi 

RHI 

1 10,000 1 

50% 

[25%] 

1 75% 1 100% 1 



support structures 

Disruption Tomer 

Base cuncealnient structure 

cost: 1.000 
Build Time: 10 sec 
Power: -10 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: None 
Rotating Turret?: N/A 
Prerequisites: Secret Shrine 

■ Prouides stealth to all allied units and 
structures within a wide radius 

■ Will not become stealthed by additional 
Oisruption Towers 


Armor and 

Health 

Health 


Gun 

HililililiiiliiJilililil 

Iwli 

1 3,000 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1 % 1 


laser Turret 

nnU-uehicleBaseDBtensB 

Cost: 1.200 
Build Time: 12 sec 
Power: -10 
Uision Range: 450 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves (fast) 

Prerequisites: Hand of Nod 

■ detects stealthed units 

■ Strong against hostile uehicles 

■ Largely ineffectiue against enemy 
infantry 

■ Will not fire on hostile aircraft 

■ Consists of one hub unit and three 
satellite turrets 

■ Hub unit automatically repairs its 
satellite turrets ouer time 

■ If the hub unit is destroyed, all of its 
satellite turrets are destroyed as well 


Armor and Health (Hub Unit] 


3,000 I 50°/o I 35°/o I 75°/o | 100°/o | t% | 


Armor and Health (Turret Unit] 


1,000 I 50°/o I 35°/o I 75°/o | 100°/o | 1°/o | 


Attache and Damage (Turret Unit] 

Class 

Range 

speed 

Damage suppressinn 

1 Cannon 

1 350 1 

Instant 

1 1^0 1 1 


Dbelish of light 

oduanced Base Defense 

cost: L800 
Build Time: IB sec 
Power: -15 
Uision Range: 450 
Shroud Clear: 500 
Ground Control Bonus: 10 
Rotating Turret?: No 
Prereguisites: Tech Lab 

■ detects stealthed units 

■ Strong against hostile uehicles 

■ Effectiue against enemy infantry 

■ Will not fire on hostile aircraft 


Armor and Health 


iMMMipia 

75°/o I 100°/o I 1°/o I 


I Cannon | 375 | Instant |3,000| — | 

snmruriet 

BBMrBaSBDBlBBSB 

Cost: BOO 
Build Time: B sec 
Power: -6 
Uision Range: 100 
Shroud Clear: 100 
Ground Control Bonus: None 
Rotating Turret?: Ves (fast) 

Prerequisites: Operations Center 

■ detects stealthed units 

■ Strong against hostile aircraft 

■ Will not fire on hostile ground forces 

■ Consists of one hub unit and three 
satellite turrets 

■ Hub unit automatically repairs its 
satellite turrets ouer time 

■ If the hub unit is destroyed, all of its 
satellite turrets are destroyed as well 


Armor and Health (Hub Unit] 


jlipiHlil 

75°/. I 100°/. I 1% I 


Armor and Health (Turret Unit] 


jlipiHlil 

75°/. I 100°/. I 1°/. I 


Attache and Damage (Turret Unit] 

Class Range speed Damage suppression 


I Rocket I M 50 | gSO | 375 | 50 | 

Shredder Turret 

Bntr-iBtBBnuBasBBeiBBse 

Cost: 600 
Build Time: 6 sec 
Power: -6 
Uision Range: 100 
Shroud Clear: 100 
Ground Control Bonus: None 
Rotating Turret?: Ves (normal) 

Prereguisites: Power Plant 

■ Oetects stealthed units 

■ Strong against hostile infantry 

■ Largely ineffectiue against enemy 
uehicles 

■ Will not fire on hostile aircraft 

■ Consists of one hub unit and three 
satellite turrets 
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■ Hub unit automatically repairs its 
satellite turrets ouer time 

■ If the hub unit is destroyed^ all of its 
satellite turrets are destroyed as uiell 


Armor and Health (Hub Unit] 


iipapiii 

75 % I 100 % I 1 % I 


Armor and Health (Turret Unit] 


ilipiipUil 

75 % I 100% I 1% I 


[ 


Attachs and D amage (Turret Unit] 

Class II Range] I speed Damage suppress 


Gun 


350 I 750 I 150 I 50 | 



Temple Of nod 

supBiaiBaponsnuciute 

Cost: 5^000 
Build Time: 50 sec 
Pouier: -20 
Uision Range: 100 
Shroud Clear: 100 
Ground Control Bonus: 175 
Rotating Turret?: N/0 
Prerequisites: Tech Lab 

■ Charges the Nuclear missile 
superuueapon 

■ Can use master Computer 
Countermeasures ability to instantly 
reactiuate Nod structures in the euent of 
an EmP attach 

■ Prouides Nuclear missile support power 

■ Only one Temple of Nod may be built at 
a time 


1 

Armor and 

Health 

Health 


■hum 



1 20,000 1 

50 % 

[ 25 %] 

1 75 % 1 100 % 1 



TiUerium silo 

RBSPUtCBStBtaOBfaClUtU 

Cost: 500 
Build Time: 5 sec 
Pouier: -3 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 100 
Rotating Turret?: N/A 
Prerequisites: Refinery 

■ Stores up to 2^000 Tiberium, allowing for 
a greater maHimum reserue 



1 

Armor and 

Health 

Health 

Mill 

■hHw 



1 3,000 1 

50% 

[Hi] 

1 75% 1 100% 1 

nn 


other stmctures 
outpost 



pasBEBpansionracility 

Cost: L500 (for Emissary] 

Build Time: 15 sec (Emissary)/ 

30 sec (Unpach) 

Pouier: N/A 
Uision Range: 100 
Shroud Clear: 400 
Ground Control Bonus: 360 
Rotating Turret?: N/A 
Prerequisites: Emissary 

■ Emissary uehicle unpacks into this 
structure 

■ Once unpacked^ Outpost prouides a large 
build radius for structure placement 

■ Enables the construction of auKiliary 
bases and forward outposts 


1 

Armor and 

Health 

Health 

mm 

Gun 

iitiiiiiiiiiHniNiKiiiJ 

Flii 

1 2,000 1 

|ioo%| 

|ioo%| 

hoo%Tioo%l 

Lj 2 lJ 


Hod Units 


You’ve learneij all about Noij’s tech 
tree and structures: nouu let’s (jlscuss 
the legions of the faithful uuho strive to 
elevate the Brotherhooij to the planet’s 
(jomlnant military force. 


intaotiu 


There’s very little miijijle grounij uuhen it 
comes to Noij infantry: most are either 
basic militants or elite agents (jesigneij 
for heavy assaults anij covert ops. 




it- *. 


Fanatic are truly unique units: 
they’re the only suiciijal combatants in 
the game. These crazeij zealots rush 


straight into the fray uuith explosives 
strappeij to their uuaists, ijetonating 
themselves uuhen they come into 
contact Luith enemy units or structures. 
Their effect is (jevastating against vehi- 
cles anij builijings, but moving them 
Luithin range before they’re shot ijoLun 
can be quite challenging. 

Squaijrons of the Blade Hand are the 
bane of enemy infantry. Their flame- 
throLuers are lethal anij their ability to 
instantly clear garrisoned structures 
means there’s no place to hide from 
their righteous uurath. These elite 
soldiers are also Luell armored and 
surprisingly difficult to kill. 



Shadouj Teams are Nod’s ansiuer 
to GDI Snipers. These stealthed units 
can be far more dangerous, hoLuever, 
as they’re able to seriously damage 
any structure they approach uuith their 
Explosive Charge ability. Furthermore, 
the Shadouu Team’s gliders allouu them 
to take flight, quickiy moving about the 
battlefieid undetected. 

Nod’s Commando unit doesn’t have 
the GDI version’s jump jets, but does 
have the ability to become stealthed 
uuhile standing still. This alloLus the 
Commando to ambush enemy uualker 
units and uureak havoc at enemy 
outposts, slipping auuay undetected 
afteruuard. 


Bloch Hood 


ElitBinfantm 

Cost: 900 
Build Time: 9 sec 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 40 
Attach Ulhile mouing?: Ves 
Troops per Unit: 9 
Prerequisites: Operations Center 
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■ strong against infantrg and structures 

■ Flame-based attack has limited range but 
inflicts damage in a luide radius 


■ Can instantlg clear structures garrisoned 
bg hostiles 

■ Can call for a Carrgall transport uia Call 
for Transport abilitg [requires AirTouier] 


Armor and Health 


Attache and Damage 

II Range speed Damage 


I Grenade | 180 | Instant | 180 | 500 | 


commando 


■ Oefensiue abilitg can be improued uia 
Secret Shrine Tiberium Infusion upgrade 
[increases mouement speed and health; 
prouides inuulnerabilitg to Tiberium 
radiation] 


Armor and Health 


IIMMimRMMMlRMliy 

750 I 25% I gOO% I 50°/. | 75% 1 500% | 1,000 


Attache and Damage 

Class Range speed Damage suppression 


I Grenade | 50 | Instant | — | — 


[lite infantry 

cost: E.OOO 
Build Time: 20 sec 
Uision Range: 350 
Shroud Clear: 400 
movement Speed: 60 
Attach Ulhile moving?: Ves 
Troops per Unit: 1 
Prerequisites: Secret Shrine; Tech Lab 

■ Stealthed uihile standing still 

■ Strong against infantrg and structures 

■ Instantlg destrogs enemg structures and 
uialker units uiith close-range enplosiue 
charges 

■ Can call for a Carrgall transport uia Call 
for Transport abilitg [requires AirTouier] 

■ Onlg one Commando mag be trained at a 
time 


Armor and Health 


■l[iR]RMillIRMIinMMUIigy^ 

1 500 I 55°/. 1 100% I 50°/. I 75% 1 500% | 1,000 


Attache and Damage 

Class II Range speed Damage suppmssion 


I Sniper | 300 | 500 | 500 | 50 | 

Fanatics 

suicide infantry 

Cost: 800 
Build Time: 8 sec 
uision Range: 350 
Shroud Clear: 400 
mouement Speed: 70 
Attach Ulhile moving?: Ves 
Troops per Unit: 5 
Prerequisites: Operations Center 

■ Strong against vehicles and structures 

■ Enter close range and enplode for 
massive damage 

■ The Fanatics' enplosiue attacks hurt them 
and uuill euentuallg kill them 

■ Can call for a Carrgall transport uia Call 


militant Rochet squad 

Basic infantru 

Cost: 400 
Build Time: 4 
Uision Range: 350 
Shroud Clear: 400 
mouement Speed: 35 
Attach Ulhile moving?: No 
Troops per Unit: 2 
Prerequisites: Hand of Nod 

■ Strong against vehicles and aircraft 

■ Can call for a Carrgall transport uia Call 
for Transport abilitg [requires AirTouier] 

■ Offensive abilitg can be improued uia 
Secret Shrine Confessor upgrade [adds 
to squad a Confessor Leader uiho throuis 
hallucinogenic grenades that can 
temporarilg disable enemg infantrg] 

■ Oefensiue abilitg can be improued uia 
Secret Shrine Tiberium Infusion upgrade 
[increases mouement speed and health; 
prouides inuulnerabilitg to Tiberium 
radiation] 


Armor and Health 


■IMMWIHMMItllM 
I 300 I 50°/. 1 100°/. I 50% I 75°/. 1 500°/. | 100 


Attache and Damage 

Class Rapge speed Damage spppressien 


I Rocket I 550 | 500 | 500 | 100 | 

milPant squad 

Basic intantni 

Cost: 200 
Build Time: 2 sec 
Uision Range: 350 
Shroud Clear: 400 
movement Speed: 35 
Attach Ulhile moving?: Ves 
Troops per Unit: 9 
Prerequisites: Hand of Nod 






■ Strong against infantrg 

■ Can call for a Carrgall transport uia Call 
for Transport abilitg [requires Air Touier] 

■ Offensive abilitg can be improued uia 
Secret Shrine Confessor upgrade [adds 
to squad a Confessor Leader uiho throuis 
hallucinogenic grenades that can 
temporarilg disable enemg infantrg] 

■ Oefensiue abilitg can be improued uia 
Secret Shrine Tiberium Infusion upgrade 
[increases mouement speed and health; 
prouides inuulnerabilitg to Tiberium 
radiation] 


Armor and Health 

laiii 

pB 

50% 

100% 

HI 

1 50% 1 

mm 

75% 1 

W1IIIIIM 

500% 



Attache and Damage 

Class 

Raage 

speed 

Damage 

suppression 

1 Gun 1 

1 250 1 

1 Instant 

1 IS 1 



saboteur 


utiiituintanim 

Cost: 500 
Build Time: 5 sec 
Uision Range: 350 
Shroud Clear: 400 
movement Speed: 30 
Attach Ulhile moving?: N/A 
Troops per Unit: 1 
Prerequisites: Hand of Nod 

■ Uleaponless 

■ Can capture hostile and neutral 
structures for a uarietg of benefits 

■ Can capture husks of fallen uialker units 
to repair them and claim them for Nod 

■ Can instantlg repair damaged Nod 
buildings 

■ Can repair collapsed bridges bg capturing 
one of the nearbg bridge touiers 

■ Can rig neutral buildings to euplode uihen 
enemg units pass bg uia Boobg Trap 
abilitg 

■ Can call for a Carrgall transport uia Call 
for Transport abilitg [requires Air Touier] 


Armor and Health 


apspiHBipa 

75 I 55°/o |lOO°/o I 50°/o I 7^ 




for Transport abilitg [requires AirTouier] 
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shadouiTeam 


3)/ 


[lite infantry 

Cost: 800 
Build Time: 8 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 80 (ujalhing)/ 

100 [flying] 

Attach Ulhile mouing?: Ves 
Troops per Unit: 4 
Prereguisites: Secret Shrine 

■ Stealthed 

■ Strong against infantry 

■ Equipped Glider Pach allouis the Shadoui 
Team to take flight; cannot attack uihile 
airborne 

■ Can seriously damage or destroy enemy 
structures uiith Enplosiue Charge ability 
[must be standing on ground near structure] 


Armor and Health 

■IIRIlliniflllljMHIIIMItlllllllllBhllllKIII^ 

mmm 

Hiiiiiii;in.iiiiii 

\],20^2S%\]00^S0% \ 75% 

T^o% 

T 500 1 

Attacks and Damage 

Class Range speed i 

lamage 

suppression 

1 Sniper | 200 | Instant | 

30 1 



uehicles 


Nod’s array of fast, light vehicles 
alloLus them to stage quick assaults 
and dram their adversaries into nasty 
ambushes. They don’t have the advan- 
tage of GDI’s pomerful tanks, but Nod 
vehicles generally cost less and can be 
cranked out at a faster rate. 



The nttadcBIke is an often over- 
looked asset to Nod’s ground forces. 

Its remarkable speed and natural 
stealth detection make it ideal for 
scouting the battlefield during the early 


stages of a conflict. Use these units to 
distract your enemy and harass their 
Harvesters mhile you bring up more 
pomerful forces. 

Nod’s version of the Harvester has no 
gun turret, but it does have the advan- 
tage of being stealthed. This is a nice 
benefit, heiping to keep the unit safe 
from harm. 



Raider Buggies and Scorpion Tanks 

are light vehicles that can move about 
mith impressive speed. They can be 
assembled very quickly and become 
very dangerous mhen upgraded mith 
Laser Capacitors from the Tech Lab. 

Go for the Raider Buggy’s EMP Coils 
upgrade as mell; it’s great at disabling 
hostile vehicles, alloming your Scor- 
pions to make short mork of them. 

ULIhen used mith skill. Stealth Tanks 
can be truly troublesome. They’re the 
only stealthed tank in the game, and 
although they lose their stealth mhen 
they attack, skilled Commanders mill 
use them to set up brutal ambushes, 
safely retreating these valuable units 
just before they’re destroyed. 



Beam Cannons are Nod’s unique 
long-range artillery vehicles. They’re 
designed to flatten enemy structures. 


but they’re also quite effective against 
armored units. Lllhen tmo or more 
Beam Cannons fire on the same struc- 
ture, their lasers conjoin, becoming 
more pomerful. Beam Cannons can 
also be left at a base to supercharge 
Obelisks of Light, and Venoms can be 
used to sight distant targets for them. 

Finally, Nod’s malker unit, the Rvatar 
Lllarmech, is unique in its ability to 
commandeer meaponry from other 
Nod vehicles. This includes a Beam 
Cannon’s laser; a Flame Tank’s flame- 
thromer; a Stealth Tank’s stealth 
generator, and an Rttack Bike’s stealth 
detector. Even mithout these extra 
gadgets, the Rvatar Lllarmech is easily 
Nod’s most pomerful vehicle unit. 


nnachBihe 


scout uehicle 



Cost: 600 
Build Time: 6 sec 
Uision Range: 350 
Shroud Clear: 500 
mouernent Speed: 140 
Attach Ulhile mouing?: Ves 
Rotating Turret?: Ves [normal] 

Prerequisites: Ular Factory 

■ Oetects stealth 

■ Strong against aircraft 

■ Cannot moue backward like other 
uehicles 

■ Can call for a Carryall transport uia Call 
for Transport ability [requires Air Tower] 


1 

Armor and 

Health 

Health 

llni 

Gun 

dillhlilHdldllililfilillildl 

1 800 1 

100% 1 

1 75% 1 

1 100% 1 75% 1 1% 1 


Attacks and Damage 

Class 

Range 

speei 

] Damage suppression 

1 Rocket 1 

250 1 

1 200 

1 1 600 1 — 1 


Buatariuaniiech 

HEauuflssauitiiialhcr 

Cost: 3^000 
Build Time: 30 sec 
Uision Range: 450 
Shroud Clear: 500 
mouernent Speed: 50 
Attach Ulhile mouing?: No 
Rotating Turret?: Ves [normal] 
Prereguisites: Tech Lab 
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Strong against uehicles and structures 
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■ Ularmechs can uastly upgrade their 
combat prouiess uia their Commandeer 
Technology ability^ uihich allouis them 
to destroy allied Nod uehicles^ adding 
their technology to the arsenal. [Can 
gain a Flamethrouuer from a Flame Tank; a 
mobile Stealth Generator from a Stealth 
Tank; a Stealth Oetection from an Attack 
Bike; and a Secondary Laser from a Beam 
Cannon.) 


Armor and Health 


10, OOP |lOO°/o| 55% |lOO°/o I 55°/o | 1% | 


Attachs and Damage 

Class |( Range speed Damage suppressioo 


I Cannon | 350 | Instant 1 1,000 | 300 | 

Beam cannon 

medium mtilleru uehicle 

cost: LOGO 
Build Time: 10 sec 
Uision Range: 500 
Shroud Clear: 300 
mouernent Speed: 75 
Attach Ulhile mouing?: No 
Rotating Turret?: Ves [normal] 

Prerequisites: Tech Lab 



■ Outpost prouides a uiide build radius for 
additional structure placement enabling 
the creation of auKiliary bases 


1 

Armor and 

Health 

Dealth 

mm 

■hHw 

Hlil 

liill 

RmrI 

1 2,000 1 

100% 

100% 

1 100% 1 

100% 1 

[3 


Flame Tanh 

oiediuniTanh 


Cost: tooo 
Build Time: 10 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 75 
Attach Ulhile mouing?: Ves 
Rotating Turret?: Ves [sloui] 

Prerequisites: Operations Center 

■ Strong against infantry and structures 

■ Can instantly clear structures garrisoned 
of hostiles 

■ Rear fuel drums are especially 
vulnerable to attacks [unit suffers double 
damage] 




mcu 

construction uehiclo 

Cost: 2.500 
Build Time: 25 sec 
Uision Range: 100 
Shroud Clear: 200 
mouernent Speed: 60 
Attach Ulhile mouing?: N/A 
Rotating Turret?: N/A 
Prerequisites: Ular Factory 

■ Weaponless 

■ Unpacks into Construction Vard structure 

■ Construction Vard prouides a wide build 
radius and production/support structure 
queues 


Armor and Health 


100% I 35% I 1% I 

Raider Buggy 

ligmueiiiciB 






■ Strong against vehicles and structures 

■ Attack power greatly increases when 
multiple Beam Cannons gather together 
and fire on the same target 

■ Can increase the attack range and rate of 
fire of an allied Obelisk of Light defensive 
structure via Charge Oefenses ability 

■ Can work with allied Venoms to strike 
remote targets via Reflector Beam ability 
[Venom must sight these targets] 

■ Can call for a Carryall transport via Call 
for Transport ability [requires Air Tower] 


Armor and Health 


6 I 50°/o I 1%n 


At tachs and Damage 

Class II Range speed Damage 


I Cannon | 500 | Instant | — | — | 


Eiiiissaru 

utilitu uehicle 

Cost: 1.500 
Build Time: 15 sec 
Uision Range: 100 
Shroud Clear: 200 
mouernent Speed: 100 
Attach Ulhile mouing?: N/A 
Rotating Turret?: N/A 
Prerequisites: Construction Vard 



Armor and Health 


■IlimillMIflfflMIMIMTiMIM 
3,700 I 75% I 55% | 300% | 55% | 1% | 


Attachs and Damage 

Class Range speed Damage soppressipn 


I Grenade | 100 | Instant | 500 | 300 | 

Haruester 

utilitu uehicle 

cost: 1.000 
Build Time: 10 sec 
Uision Range: 150 
Shroud Clear: 320 
mouernent Speed: 75 
Attach Ulhile mouing?: N/A 
Rotating Turret?: N/A 
Prerequisites: War Factory; Refinery 

■ Stealthed 

■ Gathers Tiberium to process and store at 
the nearest Refinery 

■ Carries loads of up to 2.000 green 
Tiberium or 4.000 blue Tiberium 

■ Can be ordered back to nearest Refinery 
via Return to Refinery ability 


Armor and Health 


110°/o I 2S% I ]% I 




Cost: 400 
Build Time: 4 sec 
Uision Range: 350 
Shroud Clear: 500 
mouernent Speed: 130 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves [normal] 
Prerequisites: War Factory 



■ Strong against infantry and aircraft 

■ Can call for a Carryall transport via Call 
for Transport ability [requires Air Tower] 

■ Can learn the EmP Coils ability via Tech 
Lab research, enabling Raider Buggies to 
fire EmP bursts that temporarily disable 
mechanical units and structures in blast 
radius 


■ Offensive ability can be improved via 
Tech Lab Laser Capacitors upgrade 
[increases attack damage] 


1 

Armor and Health 

Dealth 

mm 

■miiHiiiiiiiiiiiidiiiiiiiiif-iiiiiiiii 

1 1,500 1 

50% 

1 50% 1 100% 1 50% 1 1% 1 


Attachs and Damage 

Class 

Rapge 

speed Damage suppression 

1 Gun 

1 250 1 

1 Instant | 25 | — | 


■ Weaponless 


■ Unpacks into Outpost structure 

I 

III! am 

1 ■Mil 
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scoipionTanh 


light Tanh 


Cost: 800 
Build Time: 8 sec 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 90 
Attach Ulhile mouing?: Ves 
Rotating Turret?: Ves (fast) 

Prerequisites: Ular Factory 

■ Strong against uehicles 

■ Can call for a Carryall transport uia Call 
for Transport ability (requires Air Touier] 

■ Offensive and defensive ability can 
be improved via Tecb Lab Oozer Blades 
upgrade (allouus Scorpions to clear away 
mines and crush heavy infantry) 

■ Offensive ability can be improved via 
Tech Lab Laser Capacitors upgrade 
(increases attach damage) 



Armor and Health 

Health 

liirni 


1 2, MOO 1 

75% 

25% 1 100% 1 25% 1 1% 1 


Attachs and Damage 

Class 1 

1 Range 

speed Damage suppression 

1 Cannon | 

1 275 1 

1 1,000 1 500 1 MO 1 


Stealth Tanh 

Hit-and-RunTanh 


cost: LOOO 
Build Time: 10 sec 
Uision Range: 350 
Shroud Clear: 400 
mouenient Speed: 120 
Attach Ulhile mouing?: Ves 
Rotating Turret?: Ves (fast) 

Prerequisites: Tech Lab 

■ Stealthed 

■ Strong against vehicles and aircraft 



(lircratt 

Nod aircraft are a bit more versatiie 
than GDi’s aircraft, and it’s much easier 
to flood the battlefield uuith Venoms 
compared to Orcas or Firehauuks, as 
just one Rir Tomer can create as many 
Venoms as you like. Still, Nod’s air 
forces aren’t the focus of Nod’s mili- 
tary might: they’re primarily intended 
to harass enemy ground units, distract 
hostile forces, and bait traps. 



Venoms are the backbone of Nod’s air 
force. Like most of Nod’s units, they’re 
lightly armored, cheap to produce, 
and can be assembled very quickly. 
Their natural ability to detect stealth 
makes them excellent scouts, and their 
combat effectiveness can be enhanced 
by researching the Laser Capacitors 
upgrade at the Tech Lab. Venoms can 
also be used to sight distant targets for 
long-range Beam Cannon assaults. 

Vertigo Bombers are stealthed fliers 
that carry just one massjve ajr-to-surface 
bomb. These heavy assault craft are 
designed to make fast, unexpected 
bombing runs on enemy structures, 
destroying them in short order and then 
slipping back to the Rir Tomer to reload. 
Use Vertigos to add insult to injury mhen 
assauitjng enemy bases and outposts, 
or to djvert your nval’s attentjon amay 
from a large ground force. 

carryall 

Transport Rircraft 

Cost: N/A 
Build Time: N/A 
Uision Range: 180 
Shroud Clear: 600 
movement Speed: 100 


Attach Ulhile moving?: Ves 
Uleaponrg Pagload: N/A 
Prerequisites: Air Tower 

■ Lightly armored transport aircraft 

■ Not intended for direct combat situations 

■ Used to ferry ground units about the 
battlefield for surprise attacks, etc. 

■ If Carryall is destroyed in transit, its 
passenger unit is lost 


1 

Armor and Health 

Health 



1 750 1 

100% 

1 100%! 100% 1 100% 1 1% 1 


Attache and Damage 

Class 

Range 

speed Damage suppression 

1 - 1 

1 100 1 

1 Instant | — | — | 


uenom 

light oircraft 

cost: 700 
Build Time: 7 sec 
Uision Range: 350 
Shroud Clear: 500 
mouernent Speed: 180 
Attach Ulhile moving?: Ves 
Uleaponrg Pagload: N/A 
Prerequisites: Air Tower 

■ Oetects stealth 

■ Strong against infantry and aircraft 

■ Can spot distant targets for long-range 
Beam Cannon assaults 

■ Can learn the Signature Generator ability 
via Tech Lab research, enabling each 
Venom to appear as a large force on the 
enemy radar when activated, causing 
chaos and confusion 


■ Offensive ability can be improved via 
Tech Lab Laser Capacitors upgrade 
(increases attack damage) 


( 

Armor and Health 

Health 

mm 

■diiiH^iiiiiiiiUidihiiimiiiiiidi 

Ilsoo I 

100% 

1 100%! 100% 1 100% 1 1% 1 


Attache and Damage 

Class 

Range 

speed Damage suppression 

|Oun 1 

200 1 

1 Instant | 35 | 25 | 


uertiyo Bomber 

Heaug Bamber 

Cost: 1,800 
Build Time: 18 sec 
Uision Range: 350 
Shroud Clear: 500 
mouenient Speed: 165 
Attach Ulhile mouing?: Ves 
Uleaponrg Pagload: 1 bomb 
Prerequisites: Tech Lab 







Stealthed 

Strong against structures 
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Effectiue against uehicles 
Rear-mounted anti-aircraft turret wards 
off pursuers 

must dock at Air Tower to reload 
weaponry payload 

Health can be restored by docking at Air 
Tower for repairs 

Can be ordered to dock at Air Tower uia 
Return to Air Tower ability 


Armor and Health 


Attacks and Damage 

Class II Range 

speed 

Damage 

suppiession 

1 Gun 1 100 1 

1 200 1 

1 10 1 



Nod Support Powers 

Nod’s Luide selection of nefarious 
support poLuers are primarily geared 
toLuard deceiving and confusing the 
enemy, Luith a secondary focus on 
direct offensive assaults. Most of 
their best support pouuers take time to 
access through the tech tree, but the 
earlier ones like Decoy Rrmy and Mine 
Drop can be a great help. Later poiuers 
like □oaklng Reid and Catalyst Missile 
are truly nasty — use your imagination 
and look for uuays to integrate these 
highly beneficial support pouuers into 
your assaults. 

catalyst missile 

DUensiuePoiuet 

Launch a pouuerful Catalyst Missile 
at the targeted location. This missile 
causes a destructive chain reaction 
upon contact uuith Tiberium; fire it on 
your enemy’s Tiberium fields to create 
chaos. This is great to use against 
enemy Refineries. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

useoog- 

uihere? 

Tiberium 

Chemical 

Plant 

None 

Med. 

1,500 

Yes 

Yes 


cioaiting Field 


utilitgpouiet 


Permanently grants stealth to all allied 
vehicles uuithin the targeted radius. 

RIso causes heavy damage to allied 
and enemy infantry units present in the 
area of effect. Use this to conceal your 
vehicle’s units for surprise assaults 
and ambushes, or to quickly inflict 
massive damage against hostile 
infantry battalions. 



1 

cost 

useio 

shrood? 

useoog- 

uihere? 

Opera- 

tions 

Tech 

Lab 

Med. 

1,500 

No 

Yes 

Center 

L_ 

J 





Decoy oimy 


miigencEPouiet 


Creates a purely visual cloned army of 
targeted ground units. These units iook 
and act iike their reai counterparts, but their 
attacks deai no damage. Handy for draining 
your opponent’s fire ainay from your reai 
units, or for convincing a hostiie assauit force 
to retreat in the face of superior numbers. 


Stats 

Qniirrp 

pre- 

Re- 

Cost 

useio 

use ung- 


IMnMHBS 


PilFFFH 


Opera- 

tions 

Center 

Hir 

Touuer 

Med. 

500 

No 

No 


masieicompuieicounieimeasuies 

support Pouiet 

in the event of a hostiie EMP attack against 
your base, aii of your structures uuithin 
range of the biast become temporariiy 
disabied. Fortunateiy, this handy support 
pouuer instantiy brings aii Nod structures 
back oniine after suffering such an attack. 
This can be quite heipfui, as EMP biasts 
often precede heavy base assauits; use 
this support pouuer to negate the effects of 
the enemy’s EMP strike, turning the tabies 
on their forces uuith a sudden reactivation 
of your base defenses. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

use ung- 
uihere? 

Temple 
of Nod 

None 

Fast 

200 

N/R 

N/R 


mine Dmp 


DElBPSiPEPOUIBr 


Places a stealthed minefield on the 
battlefield at the targeted location. 
These mines inflict significant damage 
to enemy ground forces that move into 
contact uuith them. Lay minefields at 
key areas of a battlefield uuhere hostile 
ground troops are likely to pass. 



cost 

use in 
Shroud? 

use flng- 
uihere? 

Opera- 

tions 

Center 

— 

Med. 

1,500 

No 

Yes 


nuclear missile 

SPPEtUIEEpgP 

Nod’s devastating superuueapon is 
capable of instantly obliterating enemy 
bases and crippling their presence 
on the battlefield. Rfter constructing 
the Temple of Nod, you must uuait 10 
minutes before the Nuclear Missile 
can be launched. There’s an additional 
10-minute cool-douun period betuueen 
each use. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

useong- 

uihere? 

Temple of 
Nod 

None 

Very 

slouu 

None 

Yes 

Yes 


nadariammlny missile 

iPtElllgepcEPPUiEt 

Launches a scrambler missile that 
temporarily shuts douun all enemy 
radars, leaving their forces vulnerable 
to surprise assaults. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

useong- 

uihere? 

Opera- 

tions 

Center 

Tech 

Lab 

Fast 

750 

Yes 

Yes 


seednnerium 

RESPurcEPPUiEr 

Sprays an area uuith Liquid Tiberium, 
accelerating the rate of Tiberium 
grouuth. Useful uuhen you need access 
to additional resources but don’t uuant 
to risk expanding your base. RIso effec- 
tive uuhen used in conjunction uuith the 
Catalyst Missile support pouuer — seed 
an enemy base uuith Tiberium and then 
launch your attacki 
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Stats 

(^niirrp 

pre- 

Re- 

cost 

use in 

use nny- 


IMlMWiliMil 


Shroud? 

uihere? 

Tiberium 

Chemicai 

Piant 

Rir 

ToLJuer 

SiOLJU 

500 

Yes 

Yes 


shadouistnheTeam 

Deploys tmo Shadoiu Teams to the 
battlefield via Glider Packs. 


Stats 

source 

pre- 

reqoisite 

Re- 

charge 

cost 

use in 
Shroud? 

use ony- 
luhere? 

Opera- 

tions 

Center 

Secret 

Shrine 

Siouu 

500 

No 

No 


lenuimiaporBomb 

oflensluePouiBt 

Orders a Carryall to fly past and drop 
a lethal vapor bomb at the designated 


spot on the battlefield. This is a costly 
but extremely potent attack that can 
annihilate a large attack force or cripple 
an enemy outpost. HoLuever, like all 
aircraft, the Carryall can be shot douun 
by anti-air fire prior to reaching the 
bombing zone. 


Stats 

source 

pre- 

reyuisite 

Re- 

charge 

cast 

use in 
shruod? 

usefloy- 

uihere? 

Tiberium 

Chemicai 

Piant 

Rir 

Touuer 

Siouu 

3,500 

Yes 

Yes 



The Serin are a vile alien race bent on a hostile takeover of Earth and Its resources. These mysterious Invaders are equal In 
strength to both Nod and GDI, and they're utterly luithout remorse uuhen conducting business on the battlefield. Drauun to Earth 
by the vast amount of Tiberium spreading across the planet's surface, the Serin have no Intention of leaving any time soon. 

Lllhen comparing the factions, the Serin certainly come out as the most unique of the three. Their airforces are vastly superior 
to both Nod and GDI, uulth tuulce as many aircraft to dram upon. Including heavy capital 
marships. Dn the other hand, the Serin have the least variety In ground forces, and 
only tmo of their land-based units are naturally capable of attacking airborne threats. 

The Serin also have femer upgrades and support pomer options compared to their 
rivals, and many of these enhancements are geared tomard defense buffs rather than 
enhancing their offensive capabilities. Though the Serin are different in many mays, 
their fundamental tech structure remains largely the same as that of Nod and GDI. 


[Faction strengths] 


^ 

Dominant air forces 

Heavily armored units 
Defensive upgrades and pomers 


Serin Structures 

Dnce you grom accustomed to the 
appropriately unusual names of Serin 
structures, you'll find their tech tree 
is nearly identical to that of Nod and 
GDI. Their LUarp Spheres heal vehicles 
just like Lllar Factories, their Portals 
produce Infantry, and their Gravity 
Stabilizers assemble aircraft. They 
have the same basic types of support 
structures and tech-advancement facili- 
ties as mell. Df course, there are a fern 
differences morth noting: 

Each Serin Gravity Stabilizer can 

produce up to four aircraft units, mhich 
simplifies the task of amassing a 
pomerful Serin airforce. Furthermore, 
Serin's aircraft are never required to 
dock at a Gravity Stabilizer: each unit 
is armed mith an unlimited supply of 
ammo. 



Like Nod, the Serin have no structure 
capable of healing their infantry: only 
GDI's Rrmory can restore health to their 
troops. In fact, the only Serin structure 
capable of repairs Is their lilarp Sphere, 
mhich heals nearby vehicles just like a 
GDI or Nod LUar Factory. 


Serin Poluer Plants are almost as 
cheap and quick to produce as Nod's, 
yet they crank out as much pomer 
as GDI's. Homever, It takes a mhop- 
plng 13 seconds to upgrade a Serin 
Pomer Plant mIth an advanced Fusion 
Core: this Is more than tmice the time 
It takes their rivals to upgrade their 
Pomer Plants. 



The Serin have one of the best 
advanced base defenses In the game, 
the Storm Column. Unlike GDI's Sonic 
Emitters and Nod's Dbellsks of Light, 
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these spiny tomers are lethal against 
all types of units, including aircraft. 
Storm Columns also generate localized 
Ion Storms that increase the armor of 
nearby Serin aircraft by 25 percent. R 
teched-up Serin base can be truly diffi- 
cult to assault Luhen these fearsome 
defenses are standing guard. 

Finally, the Serin have no structure 
that acts like their rivals’ Tiberium 
Silos: the only may the Serin can 
store up additional resources is to 
construct auxiliary Extractors (their 
version of a Refinery). To help balance 
this out, the Serin have a unique 
structure called the Growth Rccel- 
erator, mhich can be placed in the 
center of a Tiberium field to enhance 
the field's regeneration rate. 

production structores 

Drone Platlomi 

PtlmaniBasBCiinsiiiictlonfacllltu 

Cost: 3^000 [for Drone Ship] 

Build Time: 30 sec [Drone Ship] 

Power: +10 
Uision Range: 400 
Shroud Clear: 500 
Ground Control Bonus: 360 
Rotating Turret?: N/A 
Prerequisites: Drone Ship 

■ Drone Ship unpacks into this structure 

■ Enables radar 

■ Prouides power 

■ Prouides one Production Structure queue 

■ Prouides one Support Structure queue 

■ Builds and deploys Euplorers for base 
eupansion operations 

■ Additional Drone Platforms can be 
assembled for more production queues 
[build Drone Ships] 


1 

Armor and 

Health 

Health 

Bl 

■Hnw 



1 20,000 1 

50% 

[25%] 

1 75% 1 100% 1 



EHtractor 

Tiberium Processing and storage racilitg 

cost: 2.000 
Build Time: 20 sec 
Power: -6 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Drone Platform 


■ Processes and stores up to 5.000 
Tiberium 


■ Comes with a Haruester to allow the 
gathering of Tiberium resources 


1 

Armor and 

Health 

Health 

mm 

Gun 

mm 

ItllMIKIIIII 

HI 

1 lO.OOO 1 

50% 

1 25% 1 

1 75°/. 1 

100% 1 



Foondry 

secondaty ease constnictlan FaclOty 

Cost: 1.500 
Build Time: 15 sec 
Power: -10 
Uision Range: 200 
Shroud Clear: 300 
Ground Control Bonus: 100 
Rotating Turret?: N/A 
Prerequisites: Drone Platform 

■ Prouides one additional Production 
Structure queue 

■ Prouides one additional Support Structure 
queue 

■ Additional Cranes can be constructed for 
euen more production queues 


1 

Armor and 

Health 

Health 

IlfHHIjl 

Gun 

niii 

IWFIl 

HI 

1 3,000 1 

'50%1 

1 25% 1 

1 75°/. 1 

100% 1 



Grauitu stabilizer 

Rircran Production structure 


Cost: 1.000 
Build Time: 10 sec 
Power: -7 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Nerue Center 

■ Builds and deploys Serin aircraft units 

■ Does not repair Serin aircraft 

■ Does not allow for air transport of Serin 
ground units 


1 

Armor and 

Health 

Health 

mm 

■hHw 

Hli 

liill 

RmrI 

1 6,000 1 

50% 

[Hi] 

1 75°/. 1 

100% 1 



nerue center 

Tech oduancenient structure 

cost: 1.500 
Build Time: 15 sec 
Power: -8 
Uision Range: 200 
Shroud Clear: 500 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Reactor; Eutractor 

■ Unlocks aduanced units and structures 

■ Prouides Lightning Spike support power 

■ Prouides The Swarm support power 

■ Prouides Tiberium Uibration Scan support 
power 


1 

Armor and 

Health 

Health 

liini 

Gun 

Piil 

lilFFIl 

Wll 

1 5,000 1 

1 50% 1 

1 25% 1 

1 75% 1 

100% 1 

1 1% 1 


portal 

intantiyPnidnctlDnsnuctun! 

Cost: 600 
Build Time: 6 sec 
Power: -5 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Reactor 


■ Builds and deploys Serin infantry units 

■ Does not heal allied infantry units 


1 

Armor and 

Health 

Health 

liini 

Gun 

Piil 

lilFFIl 

Fill 

1 3,000 1 

1 50% 1 

1 25% 1 

1 75% 1 

100% 1 

1 1% 1 


Reactor 

Base Pouiet facility 

Cost: 600 
Build Time: 6 sec 
Power: +20 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Drone Platform 










lllll■llll ■iiita 
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If Buzzers are destroyed^ neui ones are 
quickly yenerated 


Prouides pouier 

Pouier output can be enhanced by +10 
throuyh Fusion Core upyrade (400j 13 secj 
requires Tech Center] 


1 

Armor and 

Health 

Health 

wm 

Gun 


IlFli 

1 ^,ooo 1 

1 50% 1 

1 25% 1 

1 75% 1 100% 1 

1 1% 1 


signal rransminer 

nduancedsupponstnicnite 

Cost: 3^000 
Build Time: 30 sec 
Power: -10 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Technology Assembler 




■ Prouides Deploy mothership support 
power 

■ Prouides Wormhole support power 


Armor and Health 


stasis chamlier 

ipfantmspppdttCGntpr 

Cost: 1,200 
Build Time: 12 sec 
Power: -8 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Portal 

■ Prouides Stasis Shield support power 

■ Does not heal allied infantry units 



1 

Armor and 

Health 

Health 

mm 

mmM 

HililililiiHiiJIhlilil 

mm 

1 3,000 1 

1 50% 1 

[25%] 

1 75% 1 100% 1 

r 1% 1 


Technology nssemhlei 

HlglHechdduancGPiGPtsn 

Cost: 4,000 
Build Time: 40 sec 
Power: -10 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 250 



Rotating Turret?: N/A 

Prerequisites: Nerue Center 

■ Unlocks high-tech units and structures 

■ Allows Forcefield Generators upyrade for 
Annihilator Tripods, Deuastator Warships, 
and Planetary Assault Carriers (3,000j 
120 sec] 

■ Allows Plasma Disc Launchers upgrade for 
Shock Troopers (1,000j 40 sec] 

■ Allows Blink Packs upgrade for Shock 
Troopers (2,000j 80 sec] 

■ Enables Fusion Core upgrades at Reactors 

■ Prouides Phase Field support power 


1 

Armor and 

Health 

Health 

mm 

■Hnw 

mm 


1 10,000 1 

50% 

[25%] 

1 75% 1 100% 1 




uiarp sphere 

uehicle ProductiDn structure 

cost: 2,000 
Build Time: 20 sec 
Power: -6 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 250 
Rotating Turret?: N/A 
Prerequisites: Eutractor; Reactor 

■ Builds and deploys Serin uehicle units 

■ Repairs nearby allied uehicles (within 
repair radius] 

■ Prouides Reconstruction Drones support 
power 


1 

Armor and 

Health 

Health 

Hi] 

■hHw 


Wm 

1 10,000 1 

50% 


1 75% 1 100% 1 

m 


suppon sipiciures 

BiPzeiHlue 

DntHntantniBaseDetGnse 

Cost: 600 
Build Time: 6 sec 
Power: -7 
Uision Range: 350 
Shroud Clear: 400 
Ground Control Bonus: None 
Rotating Turret?: N/A 
Prerequisites: Reactor 

■ Detects stealthed units 

■ Strong against hostile infantry 

■ Largely ineffectiue against enemy 
uehicles 

■ Will not attack hostile aircraft 



priniagames.com 
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Armor and Health 

Health 

llni 

■HiiiniiiiiUiiiiiiiiifiiiiiiiiii 

1 1-600 1 

50% 1 

1 25% 1 75% 1 100% 1 1% 1 


Attache and Damage 

Class 

Range 

speed Damage suppressing 

1 Sniper | 

MOO 1 

1 Instant | 120 | — | 


Gipuiih pcceleiaioi 

Resource (nhancementstnictuiG 

Cost: 1,500 
Build Time: 15 sec 
Power: -5 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 10 
Rotating Turret?: N/A 
Prerequisites: Eutractor 

■ must be placed in the middle of a 
Tiberium field 

■ Significantly increases Tiberium field 
regeneration rate 



Armor and Health 


Phoion cannon 

entHiehicle Base Defense 

Cost: 1,200 
Build Time: 12 sec 
Power: -8 
Uision Range: 350 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: Ves (normal] 
Prerequisites: Portal 

■ Detects stealthed units 

■ Strong against hostile uehicles 

■ Largely ineffectiue against enemy 
infantry 

■ Will not fire on hostile aircraft 



( 

Armor and Health 

Health 

mm 

niiiniihiiiiuidiiiiiifiiiiiiidi 

1 M,000 1 

50% 1 

1 25% 1 75% 1 100% 1 1% 1 


Attache and Damage 

Class 

Range 

speed Damage suppressinn 

1 Cannon | 

350 1 

1 MOO 1 700 1 — 1 


Plasma missile Baneiy 

enthfllrBaseDeleese 

Cost: 800 
Build Time: 8 sec 
Power: -7 
Uision Range: 450 
Shroud Clear: 500 
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GrountI Control Bonus: None 
Rotating Turret?: Ves (normal] 
Prerequisites: Nerue Center 

■ Oetects stealthed units 

■ Strong against hostile aircraft 

■ mill not fire on hostile ground forces 


Armor and Health 


Attacks and Damage 

Class Range speed Damage 


I Rocket I M50 | 300 | 750 | 50 | 

Ritt Generator 

supemponstnictuie 

Cost: 5^000 
Build Time: 50 sec 
Power: -15 
Uision Range: 100 
Shroud Clear: 100 
Ground Control Bonus: 175 
Rotating Turret?: N/A 
Prerequisites: Technologg Assembler 

■ Charges the Blach Hole superweapon 

■ Prouides Black Hole support power 

■ Onlg one Rift Generator mag he huilt 
at a time 



Armor and Health 


75% 


I 100% I ]%\ 


Attacks and Damage 

Class 

Range 

speed 

Damage 

suppression 

1 Cannon | 

Infinite | 

Instant | 

|20,000| 



stomi column 

PduapcpdBapePErepsE 

Cost: L500 
Build Time: 15 sec 
Power: -12 
Uision Range: 375 
Shroud Clear: 500 
Ground Control Bonus: None 
Rotating Turret?: No 
Prerequisites: Technologg Assembler 

■ Oetects stealthed units 

■ Strong against hostile uehicles and 
aircraft 

■ Effectiue against enemg infantrg 



Armor and Health 


At tacks and Damage 

Class II Range speed Damage 


I Rocket I 375 | Instant 1 3,500 1 


Other structures 
llglitning splhe 

mi-Purpose onti-infantru Defense 

Cost: LOOO (for Lightning 
Spike support power] 

Build Time: 10 sec 
Power: N/A 
Uision Range: 400 
Shroud Clear: 450 
Ground Control Bonus: None 
Rotating Turret?: Ves (normal] 

Prerequisites: Nerue Center; Grauitg Stabilizer 

■ Oetects stealthed units 

■ Strong against hostile infantrg 

■ Largelg ineffectiue against enemg 
uehicles 

■ Will not fire on hostile aircraft 


Scnn Units 



1 

Armor and 

Health 

Dealth 


Gnn 

Hi 

Hi 

EMI 


3,000 I 50% I 35% I 75% | 100% | 1% 


Attacks and Damage 

Class Range speed Damage suppression 


I Cannon | 375 | Instant | 590 | — | 

outpost 

BasEEHpanslEd Facility 

Cost: L500 (for Enplorer] 

Build Time: 15 sec (Enplorer]/ 

30 sec (Unpack] f 3 a 

Power: N/A 
Uision Range: 200 
Shroud Clear: 400 
Ground Control Bonus: 300 
Rotating Turret?: N/A 
Prerequisites: Enplorer 

■ Enplorer uehicle unpacks into this 
structure 

■ Once unpacked^ Outpost prouides a large 
build radius for structure placement 

■ Enables the construction of auniliarg 
bases and forward outposts 


Armor and Health 



If you thought the Serin’s structures 
mere unique, mait until you take a look 
at the units that make them such a 
threat to their foes. 


inrantig 


Though the Serin have a sizable 
advantage in the aircraft department, 
their infantry leaves something to 
be desired. They have the smallest 
selection of infantry units, and none 
of them is capable of combating 
airborne threats. On the other hand. 
Serin infantry are exceptional at tearing 
through enemy vehicles and mhittling 
domn structures, making them effective 
as early-game base rushers. 

Buzzers are the cheapest infantry 
units for the Serin to produce, and 
they excel at combating enemy foot 
soldiers. Their ability to instantly clear 
garrisoned structures makes it tough 
for hostile troops to defend them- 
selves. Buzzers can also combine mith 
Serin combat vehicles, dramatically 
increasing the vehicle’s anti-infantry 
capabilities. 







Shock Troopers are advanced Serin 
infantry, ideal for use against vehicles 
and structures. Their true potential 
comes to light once you upgrade these 
units mith Blink Packs and Plasma 
Disk Launchers at the Technology 
Center. These enhancements allom 
Shock Troopers to instantly teleport into 
advantageous positions — behind a line 
of hostile vehicles, for example — and 
then open fire mith increased attack 
damage. 
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Masterminds are Serin's elite infantry 
units. Only one Mastermind may be 
trained at a time. Masterminds are 
not able to destroy buildings and 
Lualker units Luith explosives, hoLuever; 
instead, their unique Manipulator 
Device ability alloLus them to seize 
control of a nearby hostile unit, turning 
it against the Mastermind’s foes. R 
Mastermind can also use its Teleport 
Units ability to quickly move allied 
forces about the battlefield, placing 
them in strategic locations. Together, 
these unique abilities make the Master- 
mind more of a support unit than a 
direct combatant like the Commando. 


nssimilator 



utllltginlannu 

Cost: 500 
Build Time: 5 sec 
Uision Range: 100 
Shroud Clear: 200 
mouernent Speed: 30 
Attach Ulhile moving?: N/A 
Troops per Unit: 1 
Prereguisites: Portal 

■ Uleaponless 

■ Stealthed uihile standing still 

■ Can capture hostile and neutral 
structures for a variety of benefits 

■ Can instantly repair damaged Serin 
buildings 

■ Can capture hushs of fallen vialher units 
to repair them and claim them for the 
Serin 

■ Can repair collapsed bridges by capturing 
one of the nearby bridge touiers 


Armor and Health 

Realdi 

Rochet 

con 

cannon 

Grenade 

sniper 

suppression 


1 25% 1 

|100%| 

1 50% 1 

1 75% 1 

100% 1 



Buzzers 


Basic infantru 

cost: 200 
Build Time: 2 sec 
Uision Range: 225 
Shroud Clear: 250 
mouernent Speed: 75 



Attach Ulhile mouing?: Ves 

Troops per Unit: 1 sivarm 

Prereguisites: Portal 

■ Strong against infantry 

■ Can instantly clear structures garrisoned 
by hostiles 

■ Can combine uiith allied vehicles via 
Combine uith Vehicle ability; adds the 
Buzzers' attack poiver to the vehicle and 
helps protect it 


Armor and Health 

Health 

Rochet 

Gun 

cannon 

Grenade 

sniper 

suppression 

|250 

1 25% 1 

1 50% 1 

1 25% 1 

1 50% 1 

100% 1 



Attache and Damage 

ctass 

Range 

speed 

Damage 

suppression 

1 Gun 1 

150 1 

1 Instant | 

1 10 1 



Disintegrators 

Basic inlantiu 

Cost: 300 
Build Time: 3 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 50 
Attach Ulhile moving?: Ves 
Troops per Unit: 5 
Prereguisites: Portal 

■ Strong against vehicles and structures 

■ Euplode uuhen crushed^ dealing damage 
to attacking vehicle 



Armor and Health 


Attachs and Damage 

Class Range speed Damage suppression 


] 


I Rocket I 100 I Instant | 90 | — 

(nasteiminds 

(liteinlantiy 

Cost: T500 
Build Time: 15 sec 
Uision Range: 250 
Shroud Clear: 200 
mouernent Speed: 90 
Attach Ulhile mouing?: Ves 
Troops per Unit: 1 

Prereguisites: Stasis Chamber; Technology 
Assembler 

■ Can instantly transport allied units to 
any nearby location on the battlefield via 
Teleport Units ability 



Can take control of hostile infantry^ 
vehicles, and structures via manipulator 
Oevice ability 

Only one mastermind may be trained at 
a time 


Armor and Health 

Health 

Rochet 

Gun 

cannon 

Grenade 

sniper 

suppression 

|l,250| 

25% 

|100%| 

1 50% 1 

75% 1 

100% 1 



Attache and Damage 

Class 

Range 

speed 

Damage 

suppression 

1 - 1 

200 1 

1 Instant 

1 — 1 




shoch Troopers 

nduancedintantm 

Cost: 000 
Build Time: 8 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 65 
Attach Ulhile mouing?: Ves 
Troops per Unit: 3 

Prereguisites: Nerve Center; Stasis Chamber 

■ Strong against vehicles and structures 

■ Can learn the Blink Packs ability via 
Technology Assembler research, 
allouiiny Shock Troopers to teleport about 
the battlefield 

■ Offensive ability can be improved via 
Technology Assembler Plasma Oisk 
Launchers upgrade [increases attack 
damage; allouis Shock Troopers to fire on 
aircraft units] 


Armor and Health 


I 900 I 55°/o |lOO°/o I 2S% \ ]QO% \ 


Attache and Damage 

Class Range speed Damage suppression 


I Rocket I 300 | MOO | 355 | — | 


ueTiictes 


Like their infantry, the Serin also have 
the smallest selection of vehicles to 
dram upon out of the three factions. Most 
Serin combat vehicles are quite slom, but 
they’re also pomerful and resilient: their 
attack and defense ratings are on par 
mith some of GDI’s finest. 



priniayanies.com 
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The Seeker is perhaps the best 
scout unit in the game. Though it’s not 
quite as fast as GDi’s Pitbuii or Nod's 
Rttack Bike and Raider Buggy, the 
Seeker is designed to assauit vehicies 
and is somemhat effective against 
structures, making it ideai for eariy- 
game harassment and scout-vs-scout 
countermeasures. 

Serin’s Harvester isn’t steaithed 
iike Nod’s and doesn’t possess a gun 
turret iike GDi’s, but it does have a 
unique advantage: it sioLuiy recovers 
heaith uuhiie gathering resources amid 
a Tiberium fieid. This speciai benefit 
often enabies Serin Harvesters to 
survive ionger than others luhen being 
harassed by hostiies. 



The Gun lUalker is the Serin’s best 
iand-based unit against enemy aircraft, 
making it a vaiuabie asset to any Serin 
assauit force. These freaky-iooking 
vehicies are usefui throughout every 
battie, as it takes some time for the 
Serin to amass a pouuerfui air pres- 
ence, and most of their other ground 
forces are iii-equipped to deai uuith 
aeriai threats. 

Serin’s sioLu-moving Cdrruptors are 
simiiar in many luays to Nod Fiame 
Tanks. They’re designed to decimate 
hostiie infantry, ciear garrisoned struc- 
tures, and reduce enemy structures 
to rubbie. Corruptors are aiso abie to 
heai aiiied units by “attacking” them; 
this makes Corruptors as usefui at 
supporting their troops as they are at 
assauiting enemy outposts. 



Surprisingiy, Serin’s heavy luaiker, 
the RnnIhllatorTrlpod, is a bit faster 
than the other factions’ uuaiker units, 
it’s aiso extremeiy poiuerfui and can 
crush iighter vehicies underfoot. LUhen 
upgraded luith the Technoiogy Rssem- 
bier’s Forcefieid Generator, Rnnihiiator 
Tripods become exceptionaliy difficuit to 
destroy. Though costiy, these are by far 
Serin’s best armored units. 

(inniliilator Tripod 

Heauy Assault uialher 

Cost: 3^000 
Build Time: 30 sec 
Uision Range: 350 
Shroud Clear: 500 
movement Speed: 60 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves [normal] 

Prerequisites: Technology Assembler 

■ Strong against vehicles and structures 

■ Can combine viith Buzzers for improved 
defense and anti-infantrg capabilities 

■ defensive ability can be improved 
via Technology Assembler Forcefieid 
Generators upgrade [forcefields absorb 
damage and can negate one EmP attack] 


1 

Armor and Health 

Health 

mm 

■HIliHHililililiUlilililiIf.-lillilill 

1 7,500 1 

75°/. 1 

1 25% 1 100% 1 25% 1 1% 1 


Attacks and Damage 

Class 

Range 

speed Damage suppression 

1 Cannon | 

1 350 1 

1 MOO 1 500 1 — 1 



- — % 

coiruptor 

medium UBhiclE 

Cost: LOGO 
Build Time: 10 sec 
Vision Range: 350 
Shroud Clear: 400 
movement Speed: 60 
Attach Ulhile moving?: No 
Rotating Turret?: N/A 
Prerequisites: Nerve Center 



■ Strong against infantry and structures 

■ Can instantly clear structures garrisoned 
by hostiies 

■ Can repair allied units by "attacking^' 
them 


■ Can combine uith Buzzers for improved 
defense and anti-infantry capabilities 


1 

Armor and 

Health 

Health 

im 

■hhw 

dilihliliUidihlilHillildl 

1 2-500 1 

1 75% 1 

1 g5°/. 1 

1 100% 1 25% 1 1% 1 


Attache and Damage 

Class 

Range 

speei 

1 Damage suppression 

1 Grenade 

1 100 1 

1 Instant | MO | — | 


DeuourerTanh 

medium Tanh 


cost: L400 
Build Time: 14 sec 
Vision Range: 350 
Shroud Clear: 400 
movement Speed: 55 
Attach Ulhile moving?: Ves 
Rotating Turret?: Ves [normal] 
Prerequisites: Nerve Center 



■ Strong against vehicles and structures 

■ Attack laser can be supercharged 
by using Conversion Beam ability to 
absorb Tiberium from a field or resource 
structure 


■ Can combine luith Buzzers for improved 
defense and anti-infantrg capabilities 


1 

Armor and 

Health 

Health 

mm 

Gun 

milii 

iniMiKiii;i 

HI 

1 3,200 1 


1 25% 1 

100% 1 

25% 1 



Attache and Damage 

Class 

Range 

speed 

Damage 

suppression 

1 Cannon | 

1 350 1 

1 Instant 

1 500 1 
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EHplorer 


utlityuehicle 

Cost: 1.500 
Build Time: 15 sec 
Uision Range: 150 
Shroud Clear: 320 
mouenient Speed: 100 
Attach Ulhile mouing?: N/A 
Rotating Turret?: N/A 
Prerequisites: Orone Platform 


4 


Gathers Tiberium to process and store at 
the nearest Refinery 
Carries loads of up to 2.000 green 
Tiberium or 4.000 blue Tiberium 
Slouily regenerates health ouer time 
vuhile euposed to Tiberium radiation 
Can be ordered back to nearest Refinery 
uia Return to Refinery ability 


1 

Armor and 

Health 

Health 

mm 

Gun 

iitiiiiiiiiimniNiKiiiJ 

Iwli 

1 7,500 1 

[759^ 

1 25% 1 

[ 110% T 50% 1 

Lj2LJ 


seeher 


light UBhiclB 


Serin’s version of the MCV is caiied 
the Drone Ship. This giant meaponiess 
vessei costs a bit more to buiid than 
MCVs, and it takes ionger to access 
through the tech tree as it comes from 
the Gravity Stabiiizer. Homever the 
Drone Ship is airborne and capabie of 
flying over land obstacles, making base 
expansion a bit easier for the Serin in 
some regions. 

The Stormrlder is Serin’s fast-attack 
vessel, and it’s far sturdier than GDI’s 
Drca or Nod’s Venom. Designed for use 
against enemy vehicles and aircraft, 
Stormriders are fast and poLuerful, 
forming the backbone of the Serin fleet. 


■ Uleaponless 

■ Unpacks into Outpost structure 

■ Outpost provides a uiide build radius for 
additional structure placement, enabling 
the creation of auKiliary bases 


Armor and 

Health 

Health 

mm 

GUh 

pin 

HI 

1 2,000 1 

100% 

|ioo%| 

1 100% 1 100% 1 



Gun lualUer 

medium uehicle 


Cost: 700 
Build Time: 7 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 75 
Attach Ulhile mouing?: No 
Rotating Turret?: Ves (normal] 
Prerequisites: UJarp Sphere 



■ Strong against infantry and aircraft 

■ Can combine with Buzzers for improved 
defense and anti-infantry capabilities 


1 

Armor and 

Health 

Health 

[B 

■hum 


1 2,500 1 

1 75% 1 

1 25% 1 

1 100% 1 25% 1 1% 1 


Attache and Damage 

Class 

Range 

speei 

1 Damage suppression 

1 Gun 

1 300 1 

Instant | 80 | — | 


Haruester 

Resource uehicle 


cost: 1.000 
Build Time: 10 sec 
Uision Range: 150 
Shroud Clear: 320 
mouenient Speed: 75 
Attach Ulhile mouing?: N/A 
Rotating Turret?: N/A 
Prerequisites: Ularp Sphere; Eutractor 



Cost: 800 
Build Time: 8 sec 
Uision Range: 350 
Shroud Clear: 500 
mouernent Speed: 90 
Attach Ulhile mouing?: Ves 
Rotating Turret?: Ves [normal] 
Prerequisites: Ularp Sphere 



■ Oetects stealth 

■ Strong against vehicles and aircraft 

■ Can combine uiith Buzzers for improved 
defense and anti-infantry capabilities 


1 

Armor and Health 

Health 

wm 

HIliHHilllllililHiiJihlilimiilllliJI 

1 2, MOO 1 

\ 75% 1 

1 25% 1 100% 1 50% 1 1% 1 


Attache and Damage 

Class 

Range 

speed Damage suppression 

1 Rocket 1 

1 250 1 

1 MOO 1 375 1 — 1 


nircratt 


The Serin make up for their lackluster 
ground forces Luith a tremendously 
poLuerful air presence. They have tmice 
as many combat aircraft as Nod and GDI, 
and none of their rivals’ air units can match 
the might of the vessels that make up 
Serin’s aerial fleet. Rll Serin aircraft carry 
unlimited ammunition as luell, alloiuing for 
prolonged aerial bombardments. 




Think of Devastator UJaishIps as 

airborne artillery craft that can also oblit- 
erate infantry. Their substantial attack 
range is perfect for base assaults, 
often alloLuing Devastator ULIarships to 
destroy anti-air defenses Luithout fear 
of return fire. R feuj Devastators backed 
by a fleet of Stormriders makes for a 
fantastic mid-game assault force. 

Planetery Assault Carrleis are like 
flying GDI Mammoths. They’re lethal 
against vehicles and structures, 
and able to support allied aircraft by 
creating localized Ion Storms, mhich 
enhance the armor of Serin air units 
by 25 percent. These massive vessels 
are frightening to behold and can easily 
turn the tide of any battle. 



IIHII Hi 
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Lllhen push comes to shove, the 
Serin call in their Mothership to settle 
the score. This massive flying unit is 
practically a mobile superiueapon, 
albeit an incredibly sloLU-moving one. 
To attack, the Mothership fires its 
Catalyst Cannon at the ground directly 
beneath it, sending out shockmaves 
that obliterate everything in the vicinity 
Only one Mothership may be deployed 
at a time, and they’re only available 
through Mothership support poLuer. 

Deuastator luarsliip 

Heauu artillery aircraft 

Cost: 2^400 
Build Time: 24 sec 
Uision Range: 500 
Shroud Clear: 400 
mouernent Speed: 60 
Attach Ulhile IVIouing?: Ves 
Uleaponry Payload: N/A 
Prerequisites: Technology Assembler 

■ Strong against structures and infantry 

■ Gain a 25 percent armor boost uihen 
positioned amid Ion Storms 

■ Oefensiue ability can be improved 
via Technology Assembler Forcefield 
Generators upgrade (forcefields absorb 


mothership 

superheauu capital oircraft 


o 



Cost: 5^000 (for mothership 
support pouuer) 

Build Time: 50 sec 
Uision Range: 800 
Shroud Clear: LOOO 
movement Speed: 15 
Attach Ulhile moving?: No 
Uleaponry Payload: N/A 
Prerequisites: Gravity Stabilizer; Signal 
Transmitter 

■ Strong against structures 

■ Effective against all combat units 

■ Gain a 25 percent armor boost uihen 
positioned amid Ion Storms 

■ Can only be deployed via mothership 
support pouier 

■ Only one mothership may be deployed at 
a time 


Armor and Health 


100 % 1 % 


damage and can negate one EmP attack) | 

Class 1 

lange 

speed 

Damage 

suppression 

1 

Armor and 

Health 

[ 

Cannon | 

5 1 

Instant | 

Extreme 


Health 

Ml 

■Hlnl 

mmmi 

RBI 

1 

’lanetaru Assault carrier 

1 6,250 1 

100% 

100% 

1 100% 1 100% 1 



Attachs and Damage 

Class ii Range 

speed 

Damage 

suppression 

1 Grenade | 500 

1 300 1 

1 1.750 1 



Drohh Ship 



consnuctionmtcratt 

Cost: 3^000 
Build Time: 30 sec 
Uision Range: 150 
Shroud Clear: 320 
mouernent Speed: 48 
Attach Ulhile mouiny?: N/A 
Uleaponry Payload: N/A 
Prerequisites: Gravity Stabilizer 

■ Uleaponless 

■ Unpachs into Orone Platform structure 

■ Orone Platform provides a uiide build 
radius and production/support structure 
queues 



1 

Armor and 

Health 

Health 

Bl 

■hHw 


RBI 

1 6,250 1 



1 100% 1 25% 1 

m 


Heauu capital Ship 

Cost: 3^000 
Build Time: 30 sec 
Uision Range: 350 
Shroud Clear: 500 
mouernent Speed: 40 
Attach Ulhile moving?: Ves 
Uleaponry Payload: N/A 
Prerequisites: Signal Transmitter 

■ Oetects stealth 

■ Strong against vehicles and structures 

■ Gain a 25 percent armor boost uihen 
positioned amid Ion Storms 

■ Can create localized Ion Storms via Ion 
Storm ability; Ion Storms enhance nearby 
Serin aircraft units' armor by 25 percent 
and inflict damage to nearby enemy 
structures and vehicles over time 

■ Oefensive ability can be improved 
via Technology Assembler Forcefield 
Generators upgrade (forcefields absorb 
damage and can negate one EmP attack) 


Armor and Health 


Attachs and Damage 

Class Range speed Damage suppression 


I Cannon | MOO | Instant | 360 | 


stnrnirider 


Basic nirctatt 


Cost: L500 
Build Time: 15 sec 
Uision Range: 350 
Shroud Clear: 400 
mouernent Speed: 175 
Attach Ulhile moving?: Ves 
Uleaponry Payload: N/A 
Prerequisites: Gravity Stabilizer 

■ Strong against aircraft and vehicles 

■ Gain a 25 percent armor boost uihen 
positioned amid Ion Storms 


1 

Armor and Health 

Health 

11(11 HHI 

■miiKiiiiiiiiidiiiihiiiHiiiiiiii 

1 M,000 1 

hoo%] 

1 100% 1 100% 1 100% 1 1% 1 


Attachs and Damage 

Class 

Rahge 

speed Damage suppression 

1 Rocket 1 

1 350 1 

1 Instant | 100 | — | 


Serin Support Powers 

Most of the support pomers employed 
by the Serin are used to heal and 
defend their forces, Luith a secondary 
focus on removing hostile units from 
combat. Reconstruction Drones are 
available early and are a great may 
to keep Serin’s heavier units in good 
repair as they assail enemy bases and 
outposts. Both the Phase Reid and 
StasIsShleld are ideal uuays to quickly 
remove large hostile forces from 
combat. If you can harness enough 
resources to deploy a Mothership luhile 
charging up a Black Hole, you give your 
enemies tmo potentially match-ending 
threats to focus on. 
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supEMapon 


The Serin’s devastating superiueapon 
is capabie of instantiy annihiiating 
enemy bases and crippiing their 
presence on the battiefieid. Rfter 
constructing the Rift Generator, you 
must Luait 10 minutes before the Rift 
can be summoned. There’s an addi- 
tionai 10-minute cooi-doLun period 
betuueen each use. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

use ong- 
uihere? 

Rift 

Generator 

None 

Very 

slouu 

None 

Yes 

Yes 


lightning spihe 

DEtansiuEPoiiiEr 

Creates a Lightning Spike defensive 
structure at the desired iocation on the 
battiefieid. This aiiouus you to piace 
defensive structures outside your 
base’s buiid radius. Lightning Spikes 
are pouuerfui against enemy infantry. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

useio 

Shroud? 

useflog- 

luhere? 

Nerve 

Center 

Gravity 

Stabi- 

lizer 

Fast 


No 

Yes 


RloOiershlp 


RElntorcBiriBntPoiiiBr 

Summons the Serin Mothership to the 
battiefieid: a massive, slouu-moving 
aircraft is armed luith the Cataiyst 
Cannon, luhich fires at the ground 
directiy beioiu the Mothership, sending 
out a destructive shockiuave that deais 
massive damage to everything caught 
in its make. Oniy one Mothership may 
be depioyed at a time. 



Stats 

Sdurce 

Pre- 

requisite 

Re- 

chatge 

cost 

use in 
shtoud? 

use Rug- 
uihere? 

Signal 

Trans- 

mitter 

Gravity 

Stabi- 

lizer 

Slouu 

5,000 

N/R 

N/R 


Phase Field 


DBtBBSiPBPBBIBt 

Phases aii ground units mithin the 
targeted radius, partiaiiy shifting them 
into another dimension. Phased units 
cannot attack, but gain a substantiai 
armor bonus. This is a good may to 
quickiy nuiiify a hostiie assauit force, or 
to crippie an enemy base’s defenders 
mhiie your units assaii their structures 
unopposed. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

useio 

Shroud? 

useRog- 

urhere? 

Stasis 

Chamber 

None 

Slouu 

1,500 

No 

Yes 


Recppstnictlon Dienes 

iniiituPBiiiBt 

Repairs aii units over time at the 
targeted iocation. R good may to keep 
your forces heaithy as they combat 
hostiies in the fieid. 


Stats 

Sdurce 

Pre- 

requisite 

Re- 

charge 

cast 

use in 
Shroud? 

useong- 

uihere? 

Nerve 

Center 

None 

Fast 

1,500 

Yes 

Yes 


stasis Shield 


Creates an impenetrabie shieid over a 
targeted area that disabies and protects 
aii units and structures inside for a time. 
These units cannot move or attack, but 
may be saivaged for future use mhen 
the shieid mears off. Can aiso be used 
to quickiy stop a hostiie assauit force 
mhiie you amass additionai units to 
combat them or strengthen your base 
defenses. 


Stats 

source 

Prerequisite 

Re- 

charge 

cost 

useio 

Shroud? 

useRog- 

urhere? 

Stasis 

Chamber 

Technology 

Rssembler 

Slouu 

1,000 

No 

Yes 


Thesuiarm 

RBlBlDrcBmBniPDUiBr 

Summons a great smarm of Buzzers 
that enguifs the targeted area. Very 
effective against hostiie infantry 
battaiions. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

use Rng- 
uihere? 

Nerve 

Center 

Stasis 

Chamber 

Med. 

1,000 

No 

No 


TlbBrlPRi PlhrallPR scan 

IBIEllIgBBCEPBUIBt 

Reveais on your radar aii Tiberium 
fieids, Tiberium-based structures, and 
Harvesters across the battiefieid. R 
good may to quickly locate additional 
resources and discover mhich Tiberium 
fields your opponents are currently 
harvesting. 


Stats 

source 

Pre-requisite 

Re- 

charge 

cost 

use in 
Shroud? 

use Rirg- 
uihere? 

Nerve 

Center 

Technology 

Rssembler 

Fast 

500 

N/R 

N/R 


PlDimhole 


Creates tmo portals on the battlefield 
at the targeted locations. Rilled and 
enemy units alike can instantly travel 
betmeen these tmo portals, creating 
a good may to quickly move your 
assault parties to your enemy’s base 
and outposts. Can also be used to lure 
enemy forces into cunning ambushes. 


Stats 

source 

Pre- 

requisite 

Re- 

charge 

cost 

use in 
Shroud? 

useflug- 

uihere? 

Signal 

Trans- 

mitter 

None 

Med. 

2,000 

No 

No 
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The forces of GDI, Nod, and Serin aren’t the planet’s only inhabitants: there are many other people on Earth mho’ve become 
caught in the middle of chaotic struggle betmeen these factions. Earth’s neutral-aligned populace has developed technology of 
its OLun, and clever Commanders luIII find Luays to take advantage of these neutral tech structures. 


Capturing Neutral 
Structures 



Neutral structures provide no benefits 
to any faction until they’ve been 
captured by special infantry units. 

Each faction has one special type of 
infantry unit that’s capable of capturing 
neutral buildings: 

GDI: Engineer 
Nod: Saboteur 
Serin: Ossimilator 

Once captured, a neutral structure’s 
particular brand of benefit is bestomed 
to the capturing faction. The structure 
also changes in appearance to reflect 
the faction that controls it; colored 
banners are hung from LuindoLus and 
the like. R captured structure can 
almays be recaptured by another 
faction, so it’s mise to leave a fem 
units to protect it. 

#tei ■■■ii III 


Engineers. Saboteurs, and Assimila- 
tors can also capture enemy build- 
ings and the husks of fallen walker 
units. 1 I I I I 


Neutral Structures 

Bridge Gatehouse Toiuers 

In Command 
£ OonQuer 3, 
bridges aren’t 
invulnerable like 
other forms of 
terrain: they collapse after sustaining 
heavy damage. To repair a bridge, send 
a unit to capture one of the toiuers that 
stand at either end. Capturing either 
toLuer fully repairs the bridge, alloLuing 
ground units to traverse it. 

Detensiue Tourer 

Defensive Toiuers are 
stationary gun turrets that 
function much like GDI’s 
anti-vehicle Guardian 
Cannons. Capture these 
structures to help your forces defend a 
region of the battlefield. 

Garrisouable structures 

Most civilian 
buildings can 
be garrisoned 
by infantry 
units. You 
don’t need to capture these structures 
Luith Engineers, Saboteurs, or Rssimi- 
lators: simply move your troops into 
a garrisonable building to have them 
occupy it. Garrisoning structures grants 
your infantry complete protection from 
attacks until the building is destroyed, 
and best of all, your soldiers can fire 
their Lueaponry from the building’s 
LuindoLus. This is a particularly vital 
tactic to employ Luhen combating rivals 
in dense urban environments. 





IIHII III 


Some infantrg and uehicle units are 
able to instantlg clear structures 
garrisoned bg enemg forces. This 
instantly kills the units inside the 
building without harming the struc- 
ture. The following units haue this 
valuable abilitg: 

■ GDI Grenadier Squad 

■ Nod Black Hand 

■ Nod flame Tank 

■ Serin Buzzers 

■ Serin Corruptor 

toi r la H I J ' * ■ 


Eiup coutrol center 

Capturing this valuable 
tech structure grants you 
access to a poLuerful EMP 
support poLuer that can be 
used to disable mechan- 
ical units. This poLuer is used just like 
other support poiuers, except there’s 
no cost. Taking charge of EMP Control 
Centers can turn the tide of a battle, 
making these key structures to capture 
and defend. 




natei 
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EHpanslon points 

Expansion Points are 
highiy prized tech struc- 
tures that provide a signif- 
icant amount of Ground 
Controi Luhen captured. 

This aiioLus the capturing faction to 
piace structures nearby, creating 
foriuard outposts at key iocations on a 
battiefieid. if you have base defenses 
constructed and ready to piace, you 
can set them doLun the moment you 
capture an Expansion Point, heiping 
you to defend the vaiuabie structure. 


(nutantHouel 

Mutant 
Hoveis are 
unique struc- 
tures from 
Luhich Mutant 
Marauders 

can be trained. These eiite infantry 
units are strong against aircraft and 
other infantry. They’re aiso an incred- 
ibiy good bargain, costing oniy 600 
Tiberium and taking just 6 seconds to 
train. Capture Mutant Hoveis eariy in 
the game to increase your abiiity to 
depioy infantry. 

neinrorcement Bay 

Reinforcement Bays come 
in different shapes and 
sizes. Once captured, a 
Reinforcement Bay grants 
you access to additionai 
units. The number and type of units you 
gain depends on the Reinforcement Bay 
and the faction you’re controiiing, but 
one thing’s for sure: it’s aiiuays a good 
idea to capture these structures. 




subuiay Entrances and nubs 




Subluay 

Hub 


Subuiay 

Entrance 


Subiuay Hubs 
and Entrances 
enabie the 
rapid transit of 
ground units. 

Capturing 
a SubLuay 

Hub grants your iand forces access to 
aii SubLuay Entrances in the city; your 
units Luiii automaticaiiy use the subiuay 
netiuork to travei about the battiefieid as 
quickiy as possibie. 


Tibeiium Biln 


Tiberium spibe 

Tiberium Spikes are simiiar 
to Tiberium Siios, except 
these vaiuabie struc- 
tures provide an endiess 
trickie of resources rather than a iarge 
one-time boost. Each Tiberium Spike 
produces 15 Tiberium per second, and 
the first faction to capture a Tiberium 
Spike gains an additionai 750 Tiberium 
right off the bat. Move to capture these 
vaiuabie structures as fast as you can, 
and make sure to defend your Tiberium 
Spikes — your rivais uuiii sureiy try to 
steai them auuay. 



Tiberium isn’t just for 
miiitary use; many cities 
derive their pouuer from 
the substance, storing 
and processing it uuithin 
neutrai-aiigned Tiberium Siios. Capturing 
a Tiberium Siio provides a one-time 
bonus of 3,000 Tiberium that’s instantiy 
added to your coffers. Once a Tiberium 
Siio has been captured, there’s no future 
benefit from recapturing it. 


Neutral Objects 

in addition to the aforementioned struc- 
tures, there are a handfui of neutrai 
objects Luorthy of speciai mention. 
Look for these speciai objects and 
use them to your advantage uuhenever 
possibie. 

Euelbnims 

Red-and-yeiioLU fuei 
drums are boidiy coiored 
for a reason: they’re 
extremeiy dangerous. 

UUhen fired upon, these tiny objects 
vioientiy erupt, deaiing heavy damage 
to everythjng nearby. R coiiection 
of fuei drums can cause a massive 
expiosion, so steer your forces lueii 
ciear of them. 
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supply crates 



Gray-and-yelloLU supply 
crates contain goodies. 

Move a unit into a supply 
crate to collect it. Supply 
crates come in three 
different varieties: mouse over a crate 
for a tool tip description on mhat’s 
inside. 

Ueterancy Crate: Increases the ueterancy of 
all nearby units by one rank. 

Healing Crate: Restores all nearby units to 
maKimum health. 

money Crate: Instantly transfers LOOO 
Tiberium to your supply. 


Tiberiupi 




In Command 
£ ConQuer 3, 

Tiberium is the 
most potent 
resource 
on Earth. 

Each faction 
harvests, processes, and stores the 
crystalline material, using it to construct 


Green 

Tiberium 

Crystal 


Blue 

Tiberium 

Crystal 


their military bases and assemble 
poLuerful legions of combat units. Green 
Tiberium is the most common variety: 
the blue crystal is rare but tmice as 
potent and gets used up much more 
quickly. Llihen their storage tanks are 
full, each faction’s Harvesters carry 
standard loads of 2,000 green orM,000 
blue Tiberium. 
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North Carolina Badlands 


ReCENT SATELLIie INTELLIGeNCe POINTS TO A SUSPICIOUS 
L£U£L OF ACTIUITU IN TH£ NORTH CAROLINA BADLANDS. 

Ot — INOPS IS CONCeRNED THAT THE BROTHERHOOD OF NOD MAS 
g BE SETTING UP SHOP THERE. UOUR MISSION IS TO 
5 INUESTIGATE AND REPORT BACK AS SOON AS POSSIBLE. 

T AN ABANDONED GDI TRAINING FACILITU IS LOCATED 
NEARBU— USE THAT AS SOUR BASE OF OPERATIONS IN 


^ ^~TH£ AREA. 



[primaru objectiues] 


1. Determine the status of the GDI 

outpost 

2. Guild a Darrachs and three GDI 

Rifleman Squads 

3. Guild a Poujer Plant 

4. Repair the Command Post 




5. Eliminate the Nod outpost 

6. Repair the Dridge 

7. Guild an Airfield 

8. Destroy the Nod Darrachs^ UJar 

Factory^ and Construction Vard 


The Brotherhood of Nod is up to no 
good in this area, and their meddiing 
cannot be toierated — nothing good 
can come of it. You begin this mission 
Luith tmo Rifleman Squad units; send 
them east tomard the site of the aban- 
doned GDi outpost. You encounter a 
feuj infantry units Luhen you reach the 
outpost: defeat them to secure the 
base, bring its structures oniine, and 
complete your first primary objective. 


■X. 




[Bonus Objectiues] 






1. Guild a Ulatchtouier 

2. Guild a second Infantry Queue 

3. Capture one of Nod^s huildinys 

4. Sell the captured Nod building 

5. Capture the Tiberium Spihe 

6. Guild a Tiberium silo 


[ncqulrable Intel] 


Tiberium Primer 
mobile Construction 
Uehicle 
GDI Riflemen 
GDI Rase Closure 
GDI Engineer 
Garrachs 

GDI missile Squad 


[ureas of interest] 


1. Abandoned GDI outpost 

2. Nod outpost 

3. Gridye 

4. Nod base 
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^Order your units to stop to attack 
any hostiles they encounter by 
pressing @ and then right-clicking 
where you want them to go. 



j . . I. . . I . . I . . . I . 


BHimiianswid 




Cost: 300 

Time to train: 3 sec 


Riflemen are the backbone of the 
GDI infantry. They can cut through 
enemy infantry in short order, but 
they’re lueakly armored and luon’t 
last long under heavy anti-infantry 
fire. Use them to combat enemy 
infantry, but don’t expect them to 
hold the line against superior forces. 



You gain a solid foothold in the 
region by securing the outpost: a 
Mobile Construction Vehicle (MCV) 
enters the area from the luest. The 
MCV parks in the center of the outpost 
and unpacks, transforming itself into 
a Construction Yard. You noiu have the 
ability to build neiii structures Luithin 
the confines of your base. 



Squads to strengthen your arms. 
Click the Construction Yard to 
select it, bringing up the Produc- 
tion Structure menu. Nolu click 
the Barracks icon from luithin the 
Production Structure menu to begin 
constructing it. Once the Barracks 
has been built, click its icon a 
second time to “grab” it. 


NdtOi ll■ll 


Vou can also click the Production Structure 
tab. located just below the radar, to call 
up the Production Structure menu. This is 
handy when you're engaged in a heated 
battle and can't afford to divert your atten- 
tion away from the action. 


r Liki I i 


. I . I. I ij 


Choose a suitable location for your 
Barracks uuithin the confines of your 
base’s Ground Control radius, then left- 
click to place it there. You’re noiu able 
to train more Rifleman Squads. Click 
the Barracks to select it, bringing up the 
Infantry menu. Next, click the Rifleman 
Squad icon to begin their training. Click 
their icon more than once to queue 
up additional units, ordering one after 
another to be trained. 





Rfter queuing up some Rifleman Squad 
units, it’s Luise to build a Tiberium Silo to 
store more Tiberium resources for future 
use. Select the Construction Yard (or 
click the Support Structure tab beloLU the 
radar) to call up the Support Structure 
menu, then click the Tiberium Silo icon 
to begin construction. Once it’s ready, 
place the structure luherever you like, 
just as you did luith the Barracks. This 
completes the first bonus objective. 


Your next objective is to build a 
Barracks and train three Rifleman 



r 
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Train three additional Rifleman Squad 
units to complete the second primary 
objective. Shortly after, a group of hostile 
Nod Fanatics luill charge into your base 
and destroy your Pomer Plant before 
your infantry is able to shoot them 
doLun. Quickly build another PoLuer Plant 
by selecting the Construction Yard (or 
clicking the Production Structure tab), 
□nee it’s fully assembled, set it doLun 
to replace the one you’ve just lost. 

This restores pomer to your base and 
completes the third primary objective. 


(NiDtei 
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Vour power consumption is indicated 
by the colored bar along tbe left 


In a pinch, you can power-down 
unneeded buildings to free up power 


You receive a nem bonus objective 
at this time: build a second Barracks 
and double the pace at mhich you can 
train infantry units. This mill come in 
handy if more Nod forces are nearby. 
Construct another Barracks, then place 
it in a suitable spot mithin the confines 
of your base’s Ground Control radius. 
Doing so completes the second bonus 
objective. 


side of the radar. The bar is green 
when you have enough power to 
support your base's structures, and 


I 


for others. To do this, clich the Power 
mode icon at the top of the radar (or 
simply press |Y|). then clich on each 



■ IIHII III 


it turns red when you don't. Vour 
current power consumption is indi- 
cated by the white marher; moue the 
mouse over the bar to uiew the hard 


structure you wish to power-down. 
Clich a structure a second time to 
power it bach up. Right-clich on any 
bare patch of terrain to quichly euit 


Create additional Ulatchtowers to 
fortify your base against enemy 
infantry. 

^ 1 I I ll M bri k 


numbers regarding gour pouier usage. ■ Pouier mode. 


kllLrikMljtiJUkilthklii lJ-i i 



Lilith the Command Post repaired, you 
gain a greater viem of the surrounding 
terrain via radar. It seems that there’s 
a small Nod outpost to the east. You’ll 
need to destroy these fanatical foes, but 
protecting your base almays comes first. 
Quickly construct a Lllatchtomer through 
the Support Structure menu, then place 
it at the east side of your base, near the 
road. This improves your base defenses 
against infantry units and completes the 
first bonus objective. 


Your next task is to repair your 
Command Post, mhich has fallen into 
disrepair over the years. Click the 
Repair Mode icon at the top of the 
radar, then click Command Post to 
initiate repairs. This completes the 
fourth primary objective. 

(uTijllllHIl III 


Repair your Refinery to fortify it 
against forthcoming Nod assaults. 

llrfklfitktM kI I 4 I bi I J-i t 




R V35 Gx transport ship soon 
deploys tmo Missile Squad units for 
you to use. They’ll come in handy 
mhen you move against the Nod 
outpost. You can nom train additional 
Missile Squad units; go ahead and 
queue some up. 
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Missile Squads carry poLuerful 
rocket-propelled grenades (RPGs), 
Luhich are luell suited to bring 
doLun enemy vehicles, structures, 
and aircraft. They can’t handle 
intense anti-infantry fire though; 
strive to keep these valuable units 
behind your frontline and out of 
harm’s uuay. 

k. A 



Nolu you’re ready to move against 
the Nod outpost. Send Riflemen into 
the fray first, uuith Missile Squads 
close behind. Instruct your Riflemen to 
gun doLun any lingering Nod defenders, 
and direct your Missile Squads to bring 
doLun the base’s structures. Target the 
Hand of Nod building first to ensure 
no more Nod infantry units pour out to 
attack. 



Each time you destroy a buildiny. Nod 
infantry emerge from the rubble and 
open fire. Keep your Riflemen nearby 
and they automatically handle these 
minor threats. 

, , . . .1 1 . I. .. I , ii ,.j j 


irs wise to control your units in yroups. Before attacmny the Nod base, double- 
click on any Rifleman Squad unit to select all Rifleman Squads on the screen. 
Now hold I Control I and press any number key. This assigns all of those Riflemen to 
that number keg. so gou can quicklg select them by pressing the same number 
keg again at ang time. Assign missile Squad units to a separate group so you 
can coordinate your assault more effectively. ... 



Level the tmo closest structures to 
complete the fifth primary objective. R 
V35 Ox transport ship luNI deploy tuuo 
Engineers for you to use, and you gain 
a neiju objective: repair the bridge to the 
north. Select an Engineer and send him 
into the toLuer near the bridge to repair it, 
completing the sixth primary objective. 
The Engineer is lost, but don’t Luorry: you 
can noLU train additional Engineers at 
your Barracks. 


ningiiKr 



A 


Cost: 500 

Time to train: 5 sec 


Engineers are non-combatants, but 
they can help turn the tide of any 
battle. Use them to capture enemy 
structures and to create chaos in 
their base. Engineers can also be 
used to capture the fallen husks 
of uualker units, resurrecting those 
you’ve lost in combat or claiming 
hostile Lualkers you’ve destroyed. 
Use your imagination to develop 
sneaky mays to use Engineers to 
your benefit. 



Norn that you’ve repaired the bridge, 
you receive a nem bonus objective: 
capture a Nod structure. Since you left 
at least tmo standing, you can capture 
both if you like, though you only need 
to grab one to receive credit for the 
mission. 



Not long after that, another bonus objec- 
tive crops up: sell the Nod building. Simply 
click the icon at the top of the screen 
and click on the occupied Nod building. 

The Engineer mill be lost, but in the debris 
you’ll find a band of militia that you can 
add to your burgeoning forces — send them 
and the bulk of your forces across the 
bridge and to the northeast. 
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CostiUOO 
Time to train: 11 sec 

The Orca is the GDI’s standard 
fast-attack aircraft. Each one can 
carry a payload of up to six air-to- 
surface bombs that inflict tremen- 
dous damage on enemy vehicles 
and structures. Orcas are unable 
to combat other airborne units, 
hoLuever, and must return to the 
Rirfield to restock their bombs 
Luhen they run out. 


GDI orca 
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Time to complete the next mission 
objective: build an Rirfield to prepare 
for the arrival of tmo Orca attack craft. 
Select the Rirfield icon from the Produc- 
tion Structure menu to begin construc- 
tion, then place the Rirfield luithin your 
base’s Ground Control radius. This 
completes the seventh primary objective. 
Select your Rirfield (or click the Rircraft 
tab beneath the radar), then queue up 
tiuo more Drcas to fill your hangars luith 
aircraft. 


□nee your airfield is up, build tmo 
more Drcas to expedite the destruction 
of the Nod base. Dnce the other tmo 
arrive, send all four Drcas across the 
river to take out the tmo Hands of Nod. 
Dnce they’re toast, it’s time to end this 
once and for all. 


Rs soon as the tmo Nod barracks go 
doLun, you’ll be granted access to the 
GDI’s Ion Cannon. Lilith this meapon 
of mass annihilation, you can click 
on the icon on the upper left, then 
place the crosshairs over the bulk of 
the Nod base. Click again to let loose 
death from above to complete the final 
mission objective. 


Il■ll III 


Rs soon as you discover the Tiberium 
Spike, you gain your next-to-last bonus 
mission: capturing it. Build a neiu Engi- 
neer at your Barracks (you shouldn’t have 
any left if you’ve completed the previous 
missions) and have him make a dash for 
the Spike. Dnce you’ve captured it, it’s 
time to take the fight to Nod. 


Orcas are repaired ouertime while 
they sit at the Airfield. Return them 
to the Airfield at once if they sustain 
heauy damaye hy clichiny the Return 
to Airfield icon in their Unit Info 
panel. 
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The Pentagon 



THE PHILADELPHIA IS GONE, REUKJAUIK HAS BEEN OUERRUN, AND NOD FORCES ARE NOW ATTACKING THE 
ONLy REMAINING GDI WORLD COMMAND HUB IN THE PENTAGON. IF WE LOSE THE PENTAGON, GDI WILL BE 
THROWN INTO CHAOS AND THE WAR WILL BE LOST. SOUR MISSION IS TO DEFEND THIS UITAL INSTALLATION. 
THE FIRST PRIORITH IS RESTORING POWER TO THE BUILDING DEFENSES AND SUSTEMS SO UOU CAN REPEL THE 
MAIN NOD ATTACK. THEN yOLI'LL NEED TO GET AN ENGINEER INTO THE PENTAGON TO REESTABLISH THE COMMAND 
AND CONTROL SUSTEM LINKS. SOUR FINAL OBJECTIUE IS TO COUNTER-ATTACK AND DRIUE NOD OUT OF THE AREA. 







[Primary objectiues] 

1. Bring the Pentagon's defensiue 

power sgstem online 

2. Capture the Pentagon with an 

^ Engineer 


3. Garrison each of the four Guard 

Towers with GOI Riflemen and 
hold off the Nod infantrg waue 

4. Eliminate the Nod Central HQ 

S / 



[Bonus Objectiues I 


1. Eliminate the small Nod base 

to the north 

2. Tahe hack citg hg clearing four 

garrisoned buildings 








mm 

01*4 
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Garrisoning 

OPC 

The Global Defense Initiatiue 
Grenadier 

About the Brotherhood of Nod 


[ureas of interest] 


1. Pentagon power 

sgstem 

2. Pentagon 

3. Guard Towers able to 

be garrisoned 

4. North Nod base 


5. medical supplies 

6. Nod Central HQ 


/ 
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GDI Grenadier squad 


Cost: SOD 

Time to train: S sec 

Grenadier Squads excel at 
destroying enemy buildings, and 
they’re quite effective against 
infantry and vehicles, too. These 
hardened soldiers also have the 
ability to instantly clear any struc- 
ture that’s garrisoned iiiith enemy 
units, alloLuing your forces to 
occupy the building iiiith all speed. 
HoLuever, like most infantry. Grena- 
diers can’t fire on airborne enemies 


There’s no time to luaste — Nod infantry 
are assaulting the Pentagon in force, 
and their victory is nearly at hand. Get 
your tuuo initial Rifleman Squad units and 
five Engineers over to the Pentagon’s 
poLuer system by moving them east. Nod 
infantry are unloading on the Pentagon’s 
PoLuer Plants; your Riflemen must repel 
these attackers so your Engineers can 
safely capture and repair the Poiuer 
Plants, activating the nearby Lllatch- 
toLuers. Capture all three PoLuer Plants mith your Engineers to complete the first 
primary objective. 



Rfter capturing the PoLuer Plants, 
immediately send another Engineer east 
to capture the Pentagon. This completes 
the second primary objective. 



Nolu order your Riflemen to garrison 
the tiuo Guard Tomers that stand just 
north, betLueen the PoLuer Plants and 
the Pentagon. Hide your remaining 
Engineer in one of these tomers as 
mell. Controlling these Guard Tomers 
is crucial, as Nod Vertigo Bombers 
soon fly overhead and obliterate the 
Pomer Plants you’ve just restored, 
shuttjng domn the Lllatchtomers posj- 
tjoned around the Pentagon yet agajn. 

Your men must take up posjtjon mjthjn 
the Guard Tomers jf they’re to stand a chance at repelijng the maves of Nod 
jnfantry moving inbound from the north. 



Upon capturing the Pentagon, send 
your men into the other tmo Guard 
Tomers, just to the east of thejr posj- 
tjon. Capture all four Guard Tomers in 
this manner to complete the third primary 
objective. 


and are not meant to mithstand 
direct assaults: do your best to 
shield them from anti-infantry fire. 





□nee you’ve garrisoned all four 
Guard Tomers, a convoy of six armored 
personnel carriers (RPCs) rolls in from 
the northeast, giving you some serious 
firepomer. Load them up mith your 
Riflemen and Grenadiers, turning these 
armored beasts into rolling infantry 
killers. Send these vehicle units north 
tomard the Nod base. 





Cost: 1,000 
Time to train: 10 sec 


No GDI Commander should over- 
look the pomer and versatility of 
the RPC. Each of these armored 
troop transports can hold one 
infantry unit, mho may fire their 
meaponry out of slots set in the 
vehicle’s plating. This effectively 


IIHII III 
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■II III 


The benefits of a supply crate are 
bestouued to all nearby units when 
collected. Try to yather your units 
toyether in a tight group before 
picking one up. 

1 I . I . . . I J . . . I . . . ki r . 
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Supply crates can either increase 
your units' rank by one mark, or 
fully heal them. Some supply crates 
hold eutra Tiberium to add to your 
reserves, move your mouse over a 
crate to see what it contains. 


Ill 


Order your convoy to Rttack Move into 
the Nod’s central headquarters, located 
at the northmest corner of the city. Your 
force is more than capable of crushing 
this outpost, so bring the full Lueight of 
your rolling arsenal and level the place. 
Doing so completes the fourth and final 
primary objective. 


If one of your APCs becomes critically low on health, click on its passenger's 
icon in the Unit Info panel to make that infantry unit euit the vehicle. This 
prevents any troops from being killed should the APC euplode. 


You encounter a small Nod base to 
the north, consisting of tmo PoLuer 
Plants and tmo Hands of Nod. Destroy 
these four structures Luith your RPCs, 
moving the RPCs close enough to the 
structures for their onboard Grenadiers 
to contribute to the destruction. This 
completes the bonus objective. 


Nom you’ll obtain another bonus 
mission: clearing out four garrisoned 
buildings filled mith surly Nod troops. 
Your Grenadiers iiiill make very short 
mork of these. There’s a nest of buildings 
just to the northmest of the Pentagon, 
so head over there before or after taking 
doLiin the small Nod base to clear that 
objective. Rfter doing so, tmo more RPCs 
arrive from the east. 


Just past the Nod base, three more 
RPCs join your convoy from the north. 
You also find tmo supply crates near 
a fenced area, and another one to the 
east; roll into these to strengthen your 
vehicles. 


Before mouing your OPCs norths haue 
them collect the three gray-and- 
yellouu cargo crates that lie north- 
east of the Pentagon. The goodies 
they get from these crates increase 
their ouerall effectiueness. 


adds the infantry unit’s firepomer to 
the RPC’s already formidable anti- 
infantry and anti-aircraft machine 
gun, alloLuing for some truly potent 
combinations. Though RPCs can 
mithstand sustained infantry fire, 
their plating isn’t quite as sturdy 
as the GDI’s other armored units; 
avoid matching them up against 
enemy tanks. 
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langley AfB 



NOD FORC£S HAU£ OU£RRUN ALL OF TH£ MAJOR GDI AIRFI£LDS IN TH£ R£GION. UOUR MISSION IS TO 
R£TAK£ LANGL£y AIR FORC£ BAS£, HOM£ OF TH£ AIR COMBAT COMMAND. A SMALL GDI OUTPOST N£AR 
TH£ COAST MIGHT B£ iJS£FUL AS A BAS£ OF OP£RATIONS. U£'LL DROP UOUR T£AM OFF N£ARBy. ONC£ TH£ 
OUTPOST IS S£CUR£, TAK£ BACK OUR AIRFI£LDS, G£T SOM£ ORCA SCOUT AIRCRAFT IN TH£ AIR, AND TH£N 
DRIU£ NOD OUT OF TH£ AR£A. 
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[priniaru objectiues] 


1. Eliminate the Nod forces attacking 3. Destroy the Nod base to the 

the GDI base northuest 

2. Reclaim the GDI Airfields to the 

northeast 


[Bonus Objectiues] 


1. Rescue all four Snipers from 

Brauo Squad 

2. Recapture the Tiberium 

Refinery in the city 


[bcqulrable Intel] 


■ 

X 


^ 

Command Post 
Sniper Team 
Airfield 

Orca attack craft 
Calling for Transport 


[ureas of interest] 


1. GDI base 

2. Brauo Squad Sniper 

Teams 

3. GDI Refinery 

4. GDI Airfields 

5. Nod base 


/ 


/ 
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GDI Caiiipaiqii 


Your infantry luMI likely face heavy 
resistance en route to the buildings 
able to be garrisoned, but the risk is 
Luorth the reiuard. Because you can’t 
construct defensive Lllatchtoiuers uulthout 
a Construction Yard (uuhich you unfortu- 
nately don’t have), these structures are 
your best bet for a sound base defense. 


Nod forces are assaulting the last 
remaining GDI outpost in the area near 
Langley Rir Force Base, and they’re 
doing a good job. Take command of 
the large infantry battalion deployed on 
the beach at the start of this mission 


and order them to repel the attacking 
Nod infantry, securing the base and 
bringing it under your control. 


Your neiij base features both a 
Barracks and a Lllar Factory, but no 
Construction Yard. Queue up 8 to 10 
RPCs at the LUar Factory and 8 to 10 
Missile Squads at the Barracks, then 
send your initial group of infantry units 
to garrison the buildings across the 
street from your base. 


^jllllHIl III 


Grenadier Squads haue the ability to 
clear garrisoned buildings of enemy 
units. Send them into any buildings 
that are being held by tbe enemy to 
instantly claim them for your forces. 


There’s another reason to capture 
those buildings: a GDI Sniper Team is 
pinned doiun betiueen them, dodging 
incoming fire from the Nod-controlled 
building to the east. Send a Grenadier 
Squad into that building to quickly clear 
it, thus rescuing the Sniper Team and 
adding them to your forces. The Snipers 
inform you that there are three other 
Sniper Teams in the area that need 
your help, and a neuu bonus objective is 
assigned. 


GDI sniper Team 


Cost: 1,000 
Time to train: 10 sec 


Sniper Teams are designed to 
rapidly eliminate enemy infantry 
units from long range, and they 
excel at doing just that. They’re 
at their best luhen safely garri- 
soned inside a building or RPC, 
as they don’t have much body 
armor. Sniper Teams can also 
sight targets for GDI Battleships 
and Juggernauts, alloLuing these 
massive artillery forces to bombard 
targets from almost any distance — 
but the Sniper Team must be 
standing in open ground to sight 
targets in this manner. 


Llihen things settle douun a bit, move 
your trained Missile Squad units into 
your neiuly built RPCs to transform 
those vehicles into highly destructive 
units. Lilith the area largely under GDI 
control, queue up some more RPCs and 
a feiij Pitbulls to leave at your base 
for added protection, and send your 
battalion of Missile Squad-toting RPCs 
rolling southiuest douun the street. 





. . .li 
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Leave your RPCs to defend the 
Rirfields and send your Orcas north- 
Luest toLuard the main Nod base. 
Thinking that they’ve neutraiized aii GDi 
Rirfieids in the region, the Nod have 
fortified their base mith nothing but 
anti-infantry and anti-vehicie defenses. 
ShoLU them the error of their mays 
by bombarding their Pomer Piants 
from the sky to crippie their pomer 
suppiy, thus shutting domn their grid 
of defense turrets. LDhen their turrets 
go biack, bring your RPCs in from the 
Rirfieid and commence mith totai Nod 
base destruction. This compietes the 
third primary objective, aiong mith the 
mission. Llleii done, Commander. 


Cost: 700 

Time to train: 7 sec 


The Pitbuii is the fastest vehicie 
the GDi has to offer, making it ideai 
for scouting missions. The speed 
comes at a price, homever: Pitbuiis 
suffer from having the iightest 
armor of aii GDi vehicies, so are 
iii-suited forfrontiine combat. Use 
Pitbuiis to biast enemy aircraft 
from the sky, but avoid moving 
them too ciose to the frontiine 
mhen enemy tanks are about. 


Dnce you’ve secured the south end 
of tomn, bring your RPCs north to find 
the fourth and final Sniper Team. Clear 
the area to rescue them, completing 
the second bonus objective. 


Nom head north, then east, to find 
tmo GDI Rirfields that have been 
captured by Nod. LIlipe out all Nod 
forces in the vicinity to reclaim the tmo 
Rirfields for GDI and gain control of 
eight valuable Drcas. 


Several Nod infantry units have garri- 
soned the buildings domn the road. 
LIlipe them out mith your RPC convoy 
as you continue south. 

IIBII III 


You find a GDI Refinery at the south 
end of tomn, along mith tmo more Sniper 
Teams that need rescue. Eliminate all 
hostiles to save the Snipers, then send 
an Engineer to capture the Refinery, 
completing the second bonus objec- 
tive. You may also mant to destroy the 
Shredder Turrets north of the refinery — 
move past the malls and destroy their 
turret hubs to mipe them out perma- 
nently. 


If any of your APCs become severely 
damaged, send them bach to the 
War Factory for cost-free repairs. 

. . .1.. . I . .1 .. I . .. I. I I . 


primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




Hampton Roads 



CUT OFF THE NOD ReiNFORCeMeNTS FLOUING INTO HAMPTON ROADS BU DISRUPTING THEIR PORT OPERA- 
TIONS. yOi.n_L DO THIS FROM THE INSIDE, INFILTRATING AN ELITE GDI COMMANDO INTO THE FACILITU. TAKE 
THEIR RADAR OFFLINE BU DESTROUING THE NOD OPERATIONS CENTER. ONCE THEU'RE BLIND, TAKE OUT 
THEIR NEARBU STEALTH BOMBER BASE. AS SOON AS THE NOD'S BOMBERS ARE OUT OF ACTION, LIE'LL SEND IN A 
FLEET OF BATTLESHIPS AND UOU CAN USE SNIPER UNITS TO SPOT TARGETS FOR THE BIG GUNS. 



y/ 


[priniaru objectiues] 

1. Destroy the Nod Operations Center 

2. Destroy the bombers harassiny 

our Battleships 

\ ^ 


3. Destroy the Nod production 
facilities 


■X. 




[Bonus DOjectiues] 


1. Complete the mission usiny 
only the Commando 

\ ^ 


/ 



lucquirableintel] 



I ureas of interest] 


1. Nod Operations Center 

2. GDI Commando 

insertion point 

3. Nod OirTouer 

4. Stacked crates 

(conceal Sniper Team] 

5. Nod base 

/ 



One lone Commando unit is aii you have to luork luith at the start of this mission, but 
not to Luorry. Commandos are the best of the best — the most eiite one-man kiiiing 
machines the GDi has to offer. You find this out very quickiy as the Commando opens 
fire on three Nod Militant Squads mho approach from the northmest, cleanly miping 
them out in a hail of gunfire. 
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The Commando truly is an army of one. This elite soldier is the GDI’s ulti- 
mate infantry unit, capable of ripping through enemy foot soldiers in seconds 
from range luith his high-caliber rifle and expert marksmanship. Commandos 
Luear formidable body armor and come equipped luith jump jets that let them 
soar through the air, clearing obstacles that mould prevent normal ground 
units from progressing. The Commando carries a supply of highly explosive 
charges, alloming him to destroy any structure he can get close to. This 
talent, combined mith his jump jets, makes the Commando a true threat to 
any enemy’s base. 


/ 


Quickly Rttack Move tomard the 
circular crater to the north, blasting 
the Nod Fanatics that attack you 
en route. Llihen all is clear, find tmo 
supply crates to the east; grab them to 
strengthen your Commando. 

Caution! ■■■n m 


Be careful not to shoot the red barrels 


Move your Commando north up the 
road after eliminating the Militant Squads, 
and head for the Nod Operations Center. 
Rnother Militant Squad amaits you 
betmeen tmo piles of charred rubble, 
but match out: a Confessor is part of 
the Militant Squad, and he’ll throm stun 
grenades at you from time to time. Stay 
mobile as you combat these foes — if 
your Commando is hit by one of those 
grenades, he’ll be unable to move and 
attack. Don’t let that happeni 




The Nod Operations Center is just ahead, 
but there’s no direct path tomard it. Instead, 
you must use the Commando’s jump jets 
to clear the rubble and reach the building. 
Click the Jump Jet icon in the Commando’s 
Unit Info panel, then click on the Nod Oper- 
ations Center. The Commando leaps over 
the rubble and into the building, destroying 
the structure mith an explosive charge in 
one smift maneuver (just mind the squad 
of flamethromer-toting Black Hands around 
its base). This compietes the first primary 
objective. 


near the north supply crate; they'll 
enplode and hurt your Commando if 
he's standiny nearby. 

..til . I. . I . ii I . . I 



Next, move mest domn the street, 
heading tomard the Nod Rir Tomer. 

You encounter heavy infantry resis- 
tance along the may in the form of Nod 
Fanatics and Militant Squads; fire on 
the Fanatics first, as they have the 
potential to inflict heavy damage on 
your Commando. 


III 


^If you're hauiny trouble defeatiny the previous militant Squad, simply order your ^ 
Commando to jump-jet over the rubble and ship past them altogether. They won't 
be able to follow. 


^jli nail III 


Garrison the large buildiny nearby if 
you're having trouble in this fight. 
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R Hand of Nod and a Nod Pomer 
Plant stand just to the north. Defeat 
more Fanatics and Militant Squads, 
then fire on the explosive barrels near 
the buildings to destroy them from 
range. 


Nolu it’s time to take out the base to 
the southmest. Take your Commando, 
alone, and head due south until you 
arrive in an area cordoned off by a 
series of cargo containers. Make your 
Luay through them, eliminating resis- 
tance as it comes (it’s all minor, so just 
burn them doLun). 



You’re close to the RirToiuer noLU. 
Use the Commando’s jump jets to 
leap onto the structure and destroy it 
quickly Luith an explosive charge. 



LUhen you reach the back corner 
(at the farthest southiuestern point on 
the map), you’ll see a Nod generator. 
Using your jets, leap over the mall and 
start planting bombs on Nod buildings 
(primarily the highlighted structures.) 
Though the resistance by Nod forces mill 
be fierce, the Commando is fiercer still. 
Keep jumping to the next building until 
you capture the dayl 


■ II ■II III 
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'^There are gray-and-yellow supply Sniper Teams cannot sight targets 

crates to the north and south of ■ while garrisoned in buildings or riding 
the garrison-able buildings if you in fiPCs. They must be standing in 


need them. 


open ground to sight targets for long- 



Lilith the Rir Tomer destroyed, 
several V35 Ox transport ships are able 
to safely deploy a number of units to 
your position. This mins you control 
of four Rifleman Squads, four Missile 
Squads, tmo Sniper Teams, and an 
RPC. Though they can help, in order to 
complete the nem bonus objective, do 
not activate them. 


range artillery strikes. 
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The White House 





GDI MORALG SAGGED WHEN NOD TROOPS UNFURLED THEIR RED BANNERS OUER THE UHITE HOUSE. NOU 
yoinj. TURN THE TIDE BU RETAKING THIS POUERFUL SUMBOL SINCE NOD HAS A STAGING AREA NEARBU, 
yOLLLL ALSO GET A CHANCE TO UIPE OUT A LARGE STOCKPILE OF HIGH-END NOD UEAPONS. START UITH A 
SMALL FORCE TO TAKE OUT NOD'S AIR DEFENSES. A FIREHAUK SQUADRON FROM LANGLEU AFB LULL TURN NOD'S 
PARKED MILITApy HARDUARE TO BURNING JUNK. THEN ATTACK THE NOD BASE RIGHT OUTSIDE THE UHITE HOUSE » 
ITSELF. «»■ 



y/ 


[priniaru objectiues] 


1. Destroy the Nod air defenses 

2. Use your Firehawh Dirstrihe power 

on the Nod's artillery outpost 

\ 

\ ^ 

3. Destroy the surroundiny Nod base 

to reclaim the White House 

4. Destroy the Disruption Towers 

around the Nod base / 

s / 


[Bonus objectiues] 




1. Suppress the Nod infantry 

aduances by puttiny Snipers 
into the desiynated buildinys 

2. Destroy the Nod's Pouer Plants 



[ocquirable Intel] 




Nod Base Defenses 
GDI Base Defenses 
Predator Battle Tank 
Nod Stealth Technoloyy 
GDI Crane 


[ureas nf interest] 


1. Nod vueaponry cache 

2. Tiberium Field 


3. Dduantayeous 

yarrison-able 

buildinys 

4. Nod Power Plants 


5. Tiberium Silo 
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GDI Caiiipaiqii 


All Nod defense turrets feature three 
"satellite" turrets that are controlled 


Destroying the Lueaponry cache 
completes the second primary objective. 
Shortly afteriuard, several V35 Ox trans- 
port ships drop off a number of vehicle 
and infantry units, along mith an MCV, to 
help you establish a base and eliminate 
the Nod presence near the Lllhite House. 
There’s no time to Luaste; Nod infantry 
are nouu uuell aiuare of your presence and 
they’re headed your luay. 


Four Missile Squad units are all you’ve 
got at the start of this mission, so 
make them count. R Nod lueaponry 
cache lies just north of your Missile 
Squads, Luell defended by tiuo SRM 
Turrets and three Shredder Turrets. 
Carefully move your Missile Squad 
units to the left, keeping your distance 
from the southernmost Shredder Turret. 
Destroy the Lueaponry cache’s luest 
SRM Turret from range. 

^ptGi ll■lll III 


Lilith both SRM Turrets doLun, you’re 
able to safely order a Firehaiuk Rirstrike 
on the Nod Lueaponry cache. Drder your 
Missile Squads to move south out of 
harm’s Luay, then click the FirehaLuk 
Rirstrike icon that noLU appears at the 
left side of your screen. Target the middle 
of the Lueaponry cache and enjoy the 
fireLuorks. 



by a central hub unit. This unit quichly 
repairs the indiuidual turrets if you 
destroy them, so taryet the hub 
instead. 

n I I 1 1 1 I I 1.1 ! ■ f ill I 1 1 » ■ a 



Immedjately unpack the MCV to create 
a Constructjon Yard, and qujckly load 
your infantry units into your RPCs. Begin 
construction on a Refinery. Then build 
a PoLuer Plant next, folloLued by a Lllar 
Factory. RIso begin building Lllatch- 
toLuers, placing them all about your base. 



■ IIHII III 



War Factories automatically repair all nearby friendly vehicles. Position your War 
Factories near the frontline of your base so your vehicles can repel attachers 
while remaininy in good repair. Click on a War Factory to view its effective repair 
radius and try to keep your vehicles within this zone. 
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Move your units southeast next, 
again keeping clear of the Lueaponry 
cache’s south-most Shredder Turret 
as you make for the east SRM Turret. 

R nearby pile of Tiberium also poses 
a threat to your men; avoid Lualking 
them through it as you move them 
into position to fire on the east SRM 
Turret’s hub. Destroy the SRM Turret to 
complete the first primary objective. 



Dnce your Lllar Factory is in place, 
queue up additional RPCs to house 
the rest of your infantry, folloLued by 
a Harvester to increase your infloLU of 
Tiberium. Construct a Barracks next as 
you continue to fortify your base Luith 
UJatchtoLuers. Dnce your LUar Factory 
is idle, queue up six Predator Tanks to 
strengthen your arms. 
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PRimA official Game Guide 


GDI Predator Tank 


CostiUOO 
Time to train: 11 sec 

Predator Tanks are the GDI’s medium-armored, anti-vehicle assault tanks. 
They’re much cheaper and far quicker to assemble compared to the hulking 
Mammoth Tank, and they move about the battlefield uuith greater speed. The 
Predator Tank’s heavy cannon delivers a devastating blom to enemy vehicles 
and structures, but it’s unable to target hostile aircraft and slom to defeat 
squads of infantry. Hoiuever, in a pinch. Predator Tanks can simply squash 
infantry units by rolling over them. 


IIHII III 


Nod has constructed a collection of 
Poiuer Plants at the northmest corner 
of the region. These structures are 
defended by Nod infantry, uuho’ve 
garrisoned the surrounding buildings. 
Eliminate the Nod presence here, 
then blast apart the Poiuer Plants to 
complete the second bonus objec- 
tive. Rs the battle continues, consider 
exploring the northeast portion of the 
map, luhere a Nod Secret Shrine and 
its ShadoLU Team defenders reside. 

It shouldn’t pose much trouble to 
a handful of Predators, RPCs, and 
Pitbulls (for stealth detection). 


Nolu return to the crippled Nod base 
and destroy the remaining buildings to 
secure the Lllhite House and complete 
your third (and final) primary objective. 
ULIell done. Commander; you’ve given 
the GDI forces a huge boost to morale. 
Your business here in the states is 
noLU concluded. 


Build an Rrmory next, folloiued by a Command Post. LDhen you’re able, begin 
building Sniper Teams from your barracks. 


Send your six Predators north, 
folloiued by your host of infantry-toting 
RPCs. Target the Nod base’s southern- 
most Disruption Toiuer uuith your Preda- 
tors and order your RPCs to Rttack Move 
into the base. Your RPCs uuill mouu douun 
the Nod infantry, alloiuing your Preda- 
tors to concentrate their fire on each of 
the remaining three Disruption Touuers. 
Destroy all four Disruption Touuers to 
de-cloak the Nod base, completing the 
fourth primary objective. 


Destroy the Nod base’s unit-producing 
structures as soon as they’ve been 
revealed, but leave the other buildings 
for nouu. Send your Sniper Teams to 
garrison the tuuo buildings south of the 
nouu-smoldering Nod base to complete 
the first bonus objective, then send your 
main force rolling northuuest. 


while orchestrating your assault on the Nod base, queue up additional Predator 
Tanhs and APCs to use as reinforcements. 
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Casabad 



INOPS FLAGGED AN IRRIGATION PLANT IN CA!=;ABAD AS A POSSIBLE CHEMICAL 
WEAPONS FACTOpy. A GDI FORWARD BASE WAS ESTABLISHED NEARBU IN 
PREPARATION FOR A RAID, BUT WE'UE SINCE LOST CONTACT WITH THE BASE. 
WE'UE ALSO LOST CONTACT WITH A TEAM OF ZONE TROOPERS SENT TO INUESTI- 
GATE. GET IN THERE, SECURE THE BASE, AND THEN FIND OUT WHAFS GOING ON IN 
THAT FACTORS. 



[primaru Dbjectiues] 


1. Secure the Barrachs by defeating 

the surrounding Nod forces 

2. Destroy the Uleapons Hesearch Lab 


3. Destroy the Nod Ular Factories 






[Bonus DOjectiues] 




1. Destroy the Nod outpost 

2. Capture all three Tiberium 

Spihes 



[ocquirable Intel] 



■ Nod aircraft 

■ Commandeering Tiberium 
Spihes 

■ Zone Troopers 

■ Liquid Tiberium Research 

■ Red, Vellouj, and Blue Zones 

■ Neui Nod Flame Tanh 

i_ / 

[nnsasot interest I 



1. GDI outpost 

2. Northwest Tiberium Spihe 

3. Southeast Tiberium Spihe 

4. Nod outpost 

5. Nod Uleapons Research Lab 

6. Nod Ular Factories 

\ X 
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PRIIYIA Official Game Guide 


Your initial forces for this mission consist 
of tuuo Rifleman Squads and one Missile 
Squad. You also have one Engineer. 

Move your infantry up to the GDI outpost 
and defeat the tmo Militant Squads that 
engage you en route to secure the base. 
This completes your first primary objec- 
tive and activates your radar. 


Have your infantry take up position 
at the northeast corner of your base, 
then direct your Engineer to capture the 
Tiberium Spike that stands in the center 
of your outpost. This provides you mith 
a steady trickle of Tiberium so you can 
continue to produce combat units. 



R squadron of Zone Troopers boosts 
into vieiij from the Luest, landing near 
one of your neiuly claimed outpost’s 
Barracks. Rdd these guys to your attack 
team, then quickly move your men north 
into the base, mith your Engineer in tom. 
Queue up tmo Rifleman Squads and 
tmo Missile Squads from your outpost’s 
Barracks. 




Vour outpost has tuuo Barrachs. so be 
sure to use both Infantry production 
queues. This uuiU help you get your 
troops to the field tuuice as fast. 

I I hI J I iJ-i i 


A feuu Nod Uenoms soon mahe a 
one-time pass over your base, firing 
on your infantry. If your Engineer 
happens to fall to their gunfire, imme- 
diately train another from one of your 
base's Barracks. 


GDI zone Troopers 



Cost: 1.300 
Time to train: 13 sec 



Nom set up rally points for your tmo 
Barracks. Click on Barracks to select 
it, then right-click on the ground at 
the northeast corner of your base. Do 
the same for the other Barracks. This 
causes your nemly trained units to 
automatically march to the northeast 
corner of your base, joining up mith 
your main army to help repel the Nod 
infantry and Rttack Bikes that assault 
your outpost in periodic maves. 

^,|liiiaii III 


Zone Troopers are the GDI’s most pouuerful infantry squadrons. Their high- 
impact raiiguns are designed to rip through vehicie piating like a hot knife 
through butter, and they inflict significant damage against enemy structures 
and infantry units as uueil. Zone Troopers uuear armored combat suits that can 
uuithstand incredibie amounts of punishment, but it’s unuuise to ieave them 
in range of anti-infantry fire for long. Use their jump jets to pull them out of 
harm’s uuay uuhen the going gets rough, or to boost them to advantageous 
positions before initiating an assault. 


Be sure to train missile Squads to 
protect against Nod's Uenoms. but 
train plenty of Zone Troopers, too. 
They're eutremely lethal against 
Nod vehicles, and you'll face a lot 
of those as the mission progresses. 
Queue up a bunch of them so they're 
produced as often as possible. 


IIHII III 
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Lllhen assaulting the Nod outpost, use 
the Rssault Move command by pressing 
[f] before right-clicking. This causes your 
forces to target the outpost’s structures 
along luith the enemy units. Destroy the 
Nod outpost to complete the first bonus 
objective, grab the crate (increasing your 
rank once more), then march your troops 
back to base. 


Next, march your forces southeast, 
heading toLuard the distant Nod outpost. 
You find a Tiberium Spike along the may; 
queue up an Engineer for training so you 
can capture him later. Have your army 
collect the supply crate near the Tiberium 
Spike, gaining them another rank. Then 
continue east tomard the Nod outpost. 


Lllhen your main force reaches your 
base, use your Rrmory to heal your 
mounded. Move your most injured unjts 
jnto the Rrmory, and each one mjll be 
fully healed in turn. Only one unit may 
occupy the Rrmory at a time. RIso, begin 
researching infantry upgrades from the 
Rrmory by clicking on their icons in the 
Rrmory’s Structure Info panel. Rll three 
are morthy of your Tiberium. 


Ranh upgrades increase your units' 
ouerall effectiueness in battle. There 
are three upgrades in total: one 
gold bar beneath the unit's health 
denotes a Ueteran unit two gold bars 
indicates the unit has reached Elite 
status, and a gold star shows that 
the unit is Heroic — ^the highest attain- 
able ranh. Units can gain additional 
ranhs by defeating enemy units and 
structures, or by collecting certain 
supply crates. 


This Nod outpost features the only 
Hand of Nod in the area. Destroying it 
means you'll no longer haue to face 
Nod infantry units. 

t I . I t n I i » I 1 1 1 1 1 1 i 1 1 1 I I 


By this point, you should have another 
good-size force of Zone Troopers at your 
base, defending it from the occasional 
Nod assault group. Rssign this force to its 
omn group and then order them to escort 
your recently trained Engineer southeast 
to capture the Tiberium Spike you noticed a moment ago. Capturing this third 
Spike completes the second bonus objective. 


Rdd a fern more infantry units to 
strengthen your army, then train 
another Engineer and send your entire 
force north to capture another Tibe- 
rium Spike. You’ll face a small group 
of Rttack Bikes near the Spike; keep 
them occupied mith your ground troops 
so that your Engineer can slip past and 
take the Tiberium Spike mithout delay. 
LDhen the dust settles, group your 
men together and move them into the 
nearby supply crate, adding one full 
rank to all units in your army. 


Hjbtei 
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Nolu order your men to assault the 
ULIar Factories to the north. Set them 
to Rggressive Stance and Rttack Move 
your may to victory. Your men should be 
at Heroic rank status by nom and mill 
have little trouble decimating this small 
outpost, as Zone Troopers mere built 
for just this sort of task. Level both ULIar 
Factories to complete this mission’s 
third and final primary objective. 


□nee your main forces have finished 
resting up, march them east, sending 
them back into the field. Rttack Move your 
may east, heading for the Nod LIleapons 
Factory. Destroy the structure to complete 
the second primary objective. 

IIBII III 


VourZone Troopers can reach the 
supply crate on the hill near the Nod 
Weapons factory with their jump 
Jets. There's also another supply 
crate far to the north. 


Alexandria 



NOD IS USING THE PORT OF ALEXANDRIA TO EXPORT NUCLEAR AND CHEMICAL UEAPONS. SOUR 
MISSION IS SIMPLE: SHUT THIS OPERATION DOUN. DESTROU THE LOADING CRANES TO CRIPPLE THEIR 
PORT OPERATIONS, SINK THEIR SHIPS TO BLOCK THE DOCKS, UIPE OUT THEIR ADMINISTRATION AND 
CONTROL CENTERS, AND OBLITERATE ANU MILITARU UNITS AND STRUCTURES NEARBU. UOLI'LL HAUE 
MAMMOTH TANKS AT SOUR DISPOSAL. ROLL OUER THEM, COMMANDER. 



[priniaru Dbjectiues] 


1. Destroy all Nod loading dock 
Cranes 

\ 

s ^ 

2. Destroy all Nod Port Authority 
buildings 

/ 


\ / 


ionus objectiues] 



1. Destroy all Nod ships docked at 

3. Deploy a Surueyor at the northern 


the port 

Tiherium Field 


2. Capture the EmP Control Center in 



the city 


/ 


Ibcqulrable Intel] 

1 

[nreas ofinterest] 

■ Base eupansion using the 


1. GDI base 

Surueyor 


2. North Tiherium Field 

■ Ular Factory Repair Drones 


3. EmP Control Center 

■ Discontinuation of the 


4. Nod loading docks 

mammoth mK II Ulalker 


5. Nod base and Port 

• EmP Control Center 
/ 


^ Authority buildings ^ 



You've finally been given full construc- 
tion capabilities in this mission — units, 
structures, you name it. Group your 
initial units together, mhich consist 
of tmo Zone Trooper squads, tmo 
Rifleman Squads, and a Mammoth 
Tank, and use them to repel the first 
fern Nod raiding parties. ULIhile your 
men go about their business, begin 
constructing four or five LUatchtomers 
to place around your base, along mith 
a ULIar Factory. 
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Cost: 2,500 
Time to train: 25 sec 

The Mammoth Tank is the GDI’s 
most poLuerful ground unit. Sloiu- 
moving and supremely armored, 
these rolling behemoths are meant 
for the frontline. Though Mammoth 
Tanks stack up Luell against any 
type of unit, their primary purpose 
is to annihilate enemy vehicles, 
structures, and aircraft. It can take 
a luhile for Mammoth Tanks to gun 
doLun hordes of infantry though, 
and it’s usually easier to simply roll 
right over them. 


IHM 

fTUW 




Set your LUatchtoiuers about your 
base in a tight perimeter and focus 
on defending its east and southeast 
sides. Once your Lllar Factory is ready 
to place, set it douun to the southeast 
and quickly queue up a Harvester, 
folloLued by three to four Predator 
Tanks. The Harvester doubles your 
Tiberium income, luhile the Predator 
Tanks uulll greatly strengthen your 
ability to defend against armored 
threats. 

ll■ll III 


Keep your uehicles close to your 
War Factory so they're constantly 
beiny repaired. 

j ; 1^ ■ . J j . I I . k 1 I . , i L. . , I . i > 



Nouu begin construction on a 
Command Post, follouued by several 
Guardian Cannons. Place the Guardian 
Cannons near your UJatchtoLuers along 
the east and southeast sides of your 
base. This helps you put a stop to both 
infantry and vehicular threats uulthout 
tying up your mobile forces. 


Keep an eye on your power consumption and don't foryet to build Power Plants 
to beep the juice flowing. 


lllll■illl ■nil 
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Place your Command Post at the rear 
of your base and then begin construction 
on a Tech Center. Once this expensive 
building is complete, you’ll be able to 
construct Mammoth Tanks from your Lllar 
Factory. Queue up a couple as soon as 
you’re able to — there’s no need to build 
any other types of assault vehicles from 
this point foriuard. 


Construct a Refinery near the north 
Tiberium Field to begin harvesting more 
resources. RIso build another Lllar 
Factory near the field so you can churn 
out more Mammoth Tanks and keep 
them in good repair as they fend off 
hostiles. 


Tech Centers also let you to upgrade your Power Plants with aduanced turbines, 
allowing you to squeeze more power out of each one without tying up your 
production construction queue. Select a Power Plant, then clich the Aduanced 
Turbines icon in its Structure Info panel to perform this upgrade. 



Quickly begin constructing (UatchtoLuers 
soon bring forces in to attack it. 


Nolu queue up a Surveyor truck from 
Luithin the Support Structure menu. Once 
the Surveyor truck is ready, send it north, 
toLuard the nearby Tiberium Field. The 
Surveyor truck is not a combat unit, so 
be sure to send a couple of Mammoth 
Tanks along to protect it. Unpack the 
Surveyor truck near the Tiberium Field by 
selecting the unit and clicking the Unpack 
icon in its Unit Info panel. This trans- 
forms the Surveyor truck into an outpost, 
completing the third bonus objective, 
to defend your neiii outpost; Nod luMI 


KDisurueypr 




cost: 1,500 
Time to train: 15 sec 


The Surveyor truck is a slom-moving, non-combat vehicle Luith relatively 
light armor. Its one and only purpose is to drive to a remote destination and 
“unpack”, transforming itself into an outpost. The outpost it becomes is a 
stationary structure that provides you Luith a mide Ground Control radius, 
alloiuing you to set up additional structures in key regions (such as near Tibe- 
rium Fields). 


You noLU have tmo mell-defended 
bases, a steady infloiii of Tiberium, and 
lots of Mammoth Tanks in production. 
The next step is to train an Engineer 
and an RPC. Place the Engineer inside 
the RPC, then send the unit east, into 
the ruined city. It’s dangerous out 
there, so order a convoy of four to six 
Mammoth Tanks to accompany. 



The Mammoth Tanks mill easily 
crush all Nod forces you encounter in 
the ruined city. Have them secure the 
area around the EMP Control Center, 
then move your RPC up and drop off the 
Engineer. Order the Engineer to capture 
the EMP Control Center to complete 
the second bonus objective and gain 
access to a handy support pomer: the 
EMP blast. 

^jllllHIl III 
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There's a supply crate to the north 
of the EMP Control Center. Haue 
your mammoth Tanks grab it after 
securing the perimeter. 



r 
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Lllhile your Mammoths are tearing 
through the Nod base, create an Rirfield 
and build some Orcas. Fly your Orcas 
over to the docks to the north and 
destroy the tuuo Battleships and tmo 
Loading Cranes to complete both the first 
primary and the first bonus objectives. 


Nolu you’re ready to begin your 
assault on the Nod base. Send all 
Mammoth Tanks from your northern and 
southern bases east, crushing any Nod 
forces you encounter along the luay. 



Rssault the Nod base from the north 
and south. If you have at least 10 to 
12 Mammoth Tanks betiueen your tmo 
battalions, this is an easy fight. Simply 
set both groups to Rggressive Stance 
and order them into the fray. 


HDtei 
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lifter you destroy both Nod Battleships at the dochs. two GDI Houercraft cruise 
across the water and supply you with two additional mammoth Tanks. Vou prob- 
ably won't need them at this point, but it's nice to know they're thinkiny of you. 



Your Mammoths have probably finished 
having their fun uuith the Nod base by 
noLU. Order them to destroy the Nod 
Port Ruthority buildings to complete the 
second primary objective and end this 
mission in dramatic fashion. Lllell done. 
Commander. 
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Cairo 



yOiJR MISSION IS TO TAK£ OUT A MASSIU£ NOD NUCL£AR U£APONS 
FACILITU IN NORTH£RN CAIRO, TH£ SAM£ BAS£ THAT UAS US£D TO 
LAUNCH TH£ STRIK£ ON TH£ PHILAD£LPHIA. THIS IS NOU TH£ HIGH£ST 
PRIORITy GDI TAPG£T UOPLDUID£. TIM£ IS OF TH£ £SS£NC£: NOD IS 
LIK£i_y TO LAUNCH £U£pyTHING TH£y HAU£ IF TH£y THINK yOLLP£ G£TTING 
TOO CLOS£. 





[primaru objectiues] 

1. Destroy the Nod Nuclear Silo 

\ 

[Bonus Dbjectiues] 


— S 

2. Destroy the Nod Compound 
Headquarters 

/ 



1. Capture or destroy the Nod Poiuer 
Plants 


2. Destroy all Nod structures 




«1PH 

«MI 


I 
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MM1 

TOM] 
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[ocquirable Intel] 


GOrs nuclear lueapons 
The blunder that nearly 
finished GDI 

Cairo Nuclear Launch Facility 
Nod's nuclear arsenal 


[ureas of interest] 


1. GDI base 

2. Nod Nuclear Silo 

3. Blue Tiberium Field 

4. Nod Compounds 



You're under the gun from the start 
of this mission: you have oniy eight 
minutes to destroy the Nod Nuciear 
5iio to the north before they iaunch 
a iethai Lueapon of mass destruction 
(LUMD). You’ve got to fortify your base 
before you can Luorry about the nuke, 
hoLuever; begin by buiiding a ULIar 
Factory and a Guardian Cannon, and 
queue up four Missiie Squad units. 
Riso move your Zone Troopers safeiy 
back into base; you need them in 
perfect heaith for iater use. 


P 
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The moment your Orcas are ready, 
send your tmo squads of Zone Troopers 
and your Commando directly north 
toLuard the Nod base. Use these units’ 
jump jets to leap over the luall of the 
Nod base, landing them near a Nod ULIar 
Factory. Order the Commando to destroy 
the Lllar Factory, and have the Zone 
Troopers open fire on the 5RM Turret to 
the east. 


Move your troops north once the 5RM 
Turret is doiun. Have your Commando 
destroy the Hand of Nod Luhile your Zone 
Troopers open fire on another 5RM Turret 
nearby. Once the Hand of Nod is doLun, 
have your Commando help the Zone 
Troopers out Luith the destruction of the 
5RM Turret hub. 


Place the Lllar Factory at the north 
end of your base and set the Guardian 
Cannon nearby. Quickly queue up a 
Harvester and four RPCs at the LUar 
Factory. Each time an RPC pops out, 
load it Luith a Missile Squad. Continue 
building Guardian Cannons as Luell, 
placing them in front of your Barracks 
and ULIar Factory. Set doiun three 
Guardian Cannons, then start building 
RR Batteries — tuuo or three are plenty. 
Place those about your Lllar Factory to 
help your RPCs fend off Venoms. 


Hfttei 
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By noLU, the Nod have caught on to 
your scheme and are surely moving 
forces against your men. The damage 
has been done, though; you’re nouu able 
to get your Orcas close enough to the 
Nuclear Silo to destroy it. Be foreiuarned: 
there are many other SRM Turrets near 
the silo, and this is usually a suicide 
run for your Orcas. Time is running out, 
hoLuever, so send your Orcas northuuard 
and take out that silo to complete the 
first primary objective. 


Excellent uuork: you’ve destroyed tuuo 
Nod unit production facilities and ended 
the nuclear threat in one attack. Your 
Tiberium Field is not up to the task at 
hand, but another one lies to the east. 
Build a Surveyor truck from the Support 
Structure menu and start queuing up 
some Mammoth Tanks for escort duty. 


Lllhile repelling attacks and fortifying 
your base, simultaneously construct 
an Rrmory, folloiued by a Tech Center. 
Place both of these near the rear of your 
base. Nouu you can train a Commando: 
go ahead and queue one up. 


Remember to destroy the SAM Turret's hub unit, or else it will continually repair 
its "satellite" turrets. 


Build an Rirfield next and immediately 
fill its hangars uuith four Orcas. These 
aircraft uuill be crucial in destroying the 
Nuclear Silo before time runs out. 
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□nee you’ve got at least tmo Mammoth 
Tanks, send them east toLuard the Tibe- 
rium Field, along Luith your Surveyor 
truck. Make sure the Surveyor truck 
survives the trip, and have it unpack 
itself near the Tiberium Field. Continue 
to build Mammoth Tanks and set your 
Lllar Factory's rally point near the east 
Tiberium Field so that the tanks roll there 
automatically as they’re constructed. 


Roll your Mammoth Tanks north into 
the main entrance of the Nod base. 
This is a heavily fortified area, but it’s 
no match for tmo groups of Mammoth 
Tanks backed by Rigs. 


HMei 
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The east Tiberium Field features blue 
Tiberium. This material is twice as 
potent as green Tiberium. making each 
Haruester's load worth double. 


Construct a Refinery and piace it near 
the Tiberium Field once the Surveyor 
truck finishes unpacking into an Outpost. 
Nolu your resources are back in order. 
Build a Lllar Factory and set it doLun near 
your neiu Outpost so your Mammoth Tank 
defenders can become repaired. 



Nolu that the Tiberium’s floiuing strong 
and your bases are Luell protected, it’s 
time to amass an army to crush the Nod. 
Queue up Mammoth Tanks at both Lllar 
Factories and change your main base 
ULIar Factory’s rally point so that your 
Mammoth Tanks stop traveling to your 
eastern outpost. Build up tmo forces of 
at least five Mammoth Tanks at both Lllar 
Factories, then construct tmo Rigs to 
support them. 




Cost: 2,000 
Time to train: 20 sec 


Simply set your tanks to Rggres- 
sive Stance and move through the Nod 
base, obliterating everything. Oestroy 
all of the Nod structures, including the 
trio of PoLuer Plants that stand behind 
the former Nuclear Silo, to complete 
both of this mission’s bonus objectives. 





The Rig is a mobile battle station designed to keep your armored vehicles in 
good repair as they hold the frontline of a fierce assault. Though it roils out of the 
LUar Factory as a sloLU-moving vehicle Luith no meaponry, the Rig can “unpack” 
on any flat terrain, transforming itseif into a fearsome structure Luith potent anti- 
vehicle and anti-air meaponry. Most importantly, the Rig automatically repairs all 
nearby friendly vehicles mhile unpacked, just like a LUar Factory. Rigs can also 
pack themselves up again at any time to follom your forces mherever they go. 


Rfter decimating the Nod base, send 
your forces to its northeast corner and 
mipe out the three Nod Compounds 
standing there. This completes your 
second primary objective and mraps up 
your business here in Cairo. 


IIHII III 
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Croatia 



GDI HAS A FORIJARD OPSRATING BAS£ IN CROATIA, BUT IT'S B££N CUT OFF 
FROM SLIPPLU LIN£S AND IS UND£R H£AUy ATTACK BU NOD FORC£S. TH£IR 
POU£R IS LOU, TH£IR CONSTRUCTION UARD HAS B££N D£STROy£D, AND TH£y 
DON'T HAU£ MUCH IN TH£ UAU OF FIR£POU£R. yOU N££D TO TAK£ COMMAND OF 
THAT BAS£ AND HOLD OUT LONG £NOUGH FOR US TO S£ND IN A R£INFORC£M£NT 
CONUOy. 


NS. 



[Primary objectiues] 


1. Secure this GDI base until 

reinforcements arriue 

2. Send aid to the reinforcement 

team ambushed in the city 

3. Destroy the northeast Nod base 


— s 

4. Destroy the southuiest Nod base 

5. Escort the mcu safely bach to 

the GDI base and deploy the 
Construction Vard 

6. Destroy the southeast Nod base 


[Bonus Objectiues [ 





1. All base defenses suruiue 

until the reinforcement team 
arriues 

2. Return the mcu to the GDI base 

unharmed 


[ocquirable intelj 


■ Pouier manayement 

■ Kane's fascination uiith 
Eastern Europe 


[ureas of interest] 


1. GDI base 

2. Nod uehicle outpost 

3. Nod aircraft outpost 

4. Nod infantry outpost 

5. GDI reinforcement 

conuoy entry point 
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Your base is in rough shape, so use 
Repair Mode to fix aii of its structures, 
starting Luith the defense turrets. Untii 
your reinforcements arrive, simpiy 
continue to keep your base functionai, 
managing your pomer carefuiiy and 
keeping your eye on your radar to 
prepare for incoming assauits. 


This mission kicks off mith a bang: 
a Nod assauit group destroys tmo of 
your base's PoLuer Piants, drasticaiiy 
reducing the avaiiabie poLuer suppiy. 
Your smaii detachment of combat units 
is abie to repei the invaders, but the 
damage cieariy has been done. Keeping 
your base’s defensive turrets functioning 
Luiii noLu be quite a chaiienge. 


W A"- 



Begin by using PoLuer Mode Q 
to shut doLun your base's Barracks 
and Lllar Factory: you don’t need to 
create neiu units just yet. This frees 
up enough poLuer for you to activate 
aii of your base’s Lilatchtoiuers and 
Guardian Cannons — do so. Keep your 
four RR Batteries pomered doLun for noLU, 
poLuering each one up oniy Luhen the 
occasionai Nod Venom flies in to attack. 


|Hibt6i iiHii III 


If you need to pouuer-up an AA Battery, be sure to shut down another turret first 
to free up power, irs usually best to draw this power from your base's north- 
westernmost Ulatchtower. 


^|li nail III 


Enpect Nod uehicles to attack from 
the north and east, and their infantry 
to attack from the west and south. 
Uenoms will harass you from time to 
time, but they can emerge from any 
direction. 


Pull your combat units into the center 
of your base and set them to Hold Ground 
Stance by either pressing [aITI+I^ or clicking 
the Hold Ground Stance icon in the Tactics 
panel. This mill keep them out of harm's 
may, mhich is ideal for nom. Your defense 
turrets can defend your base very effec- 
tively if you carefully manage their pomer 
supply, and they’re easy enough to repair. 





nail III 



Use Repair mode ([^ to prevent your base's defense turrets from beiny 
destroyed. This helps you complete the first bonus objective and makes 
defending gour base much easier in the long run. To quickly see which turrets 
have sustained damage, press and hold | control | *R. 


Once your base is in good shape and 
you’re feeling comfortable managing 
its defenses, pomer-domn the Refinery 
so you can restore pomer to the Lllar 
Factory. Queue up six Predator Tanks 
and six RPCs. House your infantry units 
in your RPCs as they’re assembled and 
continue to keep your forces safely 
nestled mithin your base. Shut domn 
the LUar Factory and pomer-up the 
Refinery again each time yourTiberium 
reserves run lorn, but do this only mhen 
the Harvester is ready and malting to 
deposit a fresh load of resources. 
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GDI reinforcements soon arrive in 
the form of a vehicle convoy that rolls 
in from the northmest corner of the 
field. This completes the first primary 
objective, along uulth the first bonus 
objective (assuming all of your defense 
turrets have survived). You must send 
some units to destroy the Nod Laser 
Turret that’s preventing the convoy from 
proceeding to your base, but don’t 
Luorry about that just yet; the convoy 
is in no immediate danger. Instead, 
continue to defend your base from Nod 
assault Luaves and keep constructing 
armored vehicles. 


This Nod outpost is responsible for all 
of the vehicle raids against your base. 

LIliping it out mill eliminate the Nod’s 
armored presence in Croatia (and also 
completes the third primary objective). 

Rttack Move your Predators into the 
base, focusing on destroying its Laser 
Turrets first. Target the Lliar Factories 
once you’ve crippled their defensive 
capabilities, and move your RPCs into the 
base to help mith the cleanup. Set your 
forces to Rggressive Stance so you don’t ^ 
need to micro-manage them, then return your attention to your base. 


Lilith the Nod’s vehicle-producing 
outpost destroyed, you no longer need 
your base’s Guardian Cannons. Use Sell 
Mode (|2) to sell off those four cannons, 
adding a tidy sum of Tlberium to your 
coffers and gaining four free Rifleman 
Squads. Best of all, you can nom restore 
pomer to your entire base. 


Keeping your base's defense turrets 
in good shape is your top priority; 
building uehicles is secondary. If 
you're out of Tiberium and need to 
repair a turret, cancel your build 
queues by riyht-clickiny on their 
icons to free up resources. 



Once you’ve built six to eight Pred- 
ator Tanks and enough RPCs to trans- 
port your initial crem of infantry, send 
your vehicles rolling northeast, heading 
to assault a nearby Nod outpost. 



Queue up a Harvester and four Pitbulls. 
Set a rally point for your LUar Factory so 
your Pitbulls station themselves near 
your base’s southeast RR Battery — they’ll 
need to defend this position soon. Return 
your attention to your attack force, and 
send them back to base once they’ve 
finished having their fun mith the Nod 
ij vehicle outpost. Repair these vehicles at 
I your LUar Factory, then send them rolling 
J southmest. 


Cross the bridges and begin your 
assault on the southmest portion of 
Croatia. Nod infantry have garrisoned 
the buildings in this city; destroy each 
building mith your Predators and mom 
domn the infantry that emerge mith your 
RPCs. Just keep pressing southmest 
until you reach another Nod outpost. 
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Destroy the Nod Laser Turret that's 
keeping your reinforcements at bay by 
decimating its hub unit Luith your Preda- 
tors. This compietes the second primary 
objective. Bring doLun any nearby buiid- 
ings that are garrisoned by Nod forces 
to secure the area, then roii your entire 
force back to base. 


This southLuestern Nod base is the 
source of aii Nod infantry units in the 
area. Rnnihiiate it mith your forces 
to compiete the fourth primary objec- 
tive. Use your RPCs to cut doLun aii 
Nod infantry and direct your Predators 
to destroy the defense turrets, Hands 
of Nod, and Construction Yard. Rs this 
battie ensues, queue up a host of Missiie 
Squads at your base’s Barracks — you’ii 
need iots and iots of them in a moment, 
so just keep churning them out. 


Nolu send your Luar-torn forces north 
to assist the reinforcement convoy that’s 
been maiting so patientiy for you aii this 
time. Have your tanks ievei any Nod-heid 
buiidings aiong the may and set your 
RPCs to support them by miping out the 
infantry that emerge. 



IIHII III 


Vou may also want to construct a 
Command Post so you can deploy 
additional AA Batteries at the south- 
east edye of your base. 



Nod Venoms soon begin assauiting 
your base from the southeast in force. 
Had you not destroyed the Nod’s other 
tmo outposts, you’d be getting overrun 
by vehicies and infantry at this point 
as meii. You’ve got to destroy that finai 
Nod Outpost, but a bit of recon shoms 
that it’s positioned on a taii piateau, 
compieteiy unreachabie by iand. 



NiDtei 
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Keep your APCs and Pitbulls near the mcu at all times duriny the trek back 
home — Uenoms may try to strike the mcu and you cannot afford to lose this 
critical vehicle. 
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Send your damaged vehicies to the 
LUar Factory for repairs once you reach 
base. Unpack your MCV in the desig- 
nated area to acquire a Construction Yard 
and compiete the fifth primary objec- 
tive. if the MCV took no damage aiong 
the may to your base, then this aiso 
compietes the second bonus objective. 
You’re nom abie to buiid structures: you 
shouid begin mith construction of an 
Rirfieid. 


Nom for the fun part. Seiect aii of 
the Missiie Squads you’ve trained (you 
shouid have at ieast 20 to 30) and ciick 
the Caii for Transport icon in their Unit 
info panei to summon a fieet of V35 Dx 
transport ships to pick them up. Once 
everyone’s onboard, send the transport 
ships northeast to the site of the former 
Nod vehicie outpost. Then send them 
directiy south, heading tomard the Nod 
air base. 
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Deploy your Missile Squads at the 
northernmost tip of the plateau so the 
Nod forces don’t notice your V35 Ox 
transports. Send your men into the 
Nod air base and initiate your assault. 
Target the Venoms and RirToiuers first, 
as they pose the greatest threat to 
your infantry. Then move to destroy the 
Construction Yard to prevent the Nod 
from raising neiii RirToiuers. 


Depending on the size of your initial 
assault force, you may need to deploy 
additional Missile Squads to get the job 
done. Do so in the exact same manner 
and continue your assault until the Nod 
air base is no more. 


For an even sneakier approach, send some Engineers in with your missile 
Squads and have them capture the Nod Air Towers and other structures. Have 
some AA Batteries at the ready and deploy them once you've captured a struc- 
ture to really stir things up. 


Albania 





I 


R£C£NT SAT-SURU£IL- 
LANC£ CONFIRMS A 
SIGNIFICANT BUILD-UP 
OF ARMOR£D U£HICL£S AND 
U£APONS AT A LARG£ NOD 
LOGISTICS BAS£ IN ALBANIA. 

TH£ SAT IMAG£S SHOU ROU UPON 
ROU OF ST£ALTH, SCORPIOfi 
AND FLAM£ TANKS UAITING TO 
B£ D£PLOy£D IN D£F£NS£ OF 
KANeS T£MPL£ PRIM£ IN SARA- 
J£UO. yOiJR MISSION IS ABOUT 
D£STROyiNG THIS ARS£NAL 
B£FOR£ IT IS US£D AGAINST yOU 
IN COMBAT yOLn_L START UITH A 
SMALL FORC£ TO CL£AR 
TH£ UAy, TH£N UeLL 
S£ND you FIR£HAUK 
ATTACK J£TS TO FINISH 
TH£ JOB. 
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[primaru objectiues] 


1. Clear Nod border defenses 

2. Infiltrate Nod supply depot 

3. Eliminate Nod rocket bunkers 


4. Capture east ridge 

Reinforcement Bay 

5. Oestroy Nod supply depot 


[Bonus Objectiues] 

/ 

1. Suruiue the Nod assault unharmed 

2. Capture Airfield Reinforcement Bay 

\ 


3. Capture motorpool 
Reinforcement Bay 


4. Arm a Firehauik uith a missile 
loadout and destroy a Nod Uenom 


/ 


[ocqulrable Intel] 

■ Rig deployment into a 
Foruiard Battle Base 

■ Firehaujk Attack Jets 


|nteasDtintetest| 




1. Nod border defense outpost 

2. Bridge 

3. Nod rocket bunker outpost 

4. Nod supply depot and main base 

5. East ridge Reinforcement Bay and Nod 

infantry outpost 

6. motorpool Reinforcement Bay and 

Nod uehicle outpost 


7. Airfield Reinforcement Bay and Nod 
aircraft outpost 



This mission starts you off Luith tmo 
Rifleman Squad units and tmo Grenadier 
Squads. Order them to assauit the Nod 
border defense outpost and mipe out its 
structures to complete the first primary 
objective. It’s best to destroy the Nod 
infantry and the Hand of Nod building 
first, then take out the other structures. 

If all four of your units survive this initial 
assault, you complete the first bonus 
objective as mell. 
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Don't fear the Nod laser Turrets; they're largely ineffective against infantry. 
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Rrmored reinforcements roll in from 
the southeast once you succeed in 
destroying the Nod border defense 
outpost. You nom have access to 
four Predator Tanks, three RPCs, tmo 
Pitbulls, and a Rig. These are all the 
units you’ll have at your disposal for 
quite a mhile, so do your best not to 
lose any of them. 



Nod vehicle assault groups are 
inbound from the mest, so quickly 
move your Predator Tanks and RPCs 
to take position mhere the Nod border 
defense outpost used to be. Place your 
infantry units into your RPCs, and keep 
your Rig and Pitbulls near the rear of 
the pack. Order your forces to head 
mest. Predators in front, blasting apart 
all Nod vehicles they encounter along 
the may. 




Throughout this mission, you'll find it 
sKtremely helpful to group all units 
of the same type (such as Preda- 
tors. APCs. etc.) together under the 
same number hey. This will help you 
quichly select the appropriate types 
of units during the heat of combat. 


n 
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Nod knoLus you’re coming for their 
suppiy depot and they decide to 
destroy the oniy bridge ieading north 
toLJuard it. You’il have to find a may to 
repair the bridge, but for nom, unpack 
your Rig and repair your vehicies. Pack 
up the Rig aftermard and continue 
moving mest tomard the nearby Nod 
rocket bunker outpost. 


□nee the LUar Factory is no more, 
concentrate fire on the surrounding 5RM 
Turrets. Destroy aii three to compiete the 
third primary objective. 


Nod vehicies and infantry miii begin 
to assauit your forces the moment you 
repair the bridge, so be prepared. Posi- 
tion your Predators at the foot of the 
bridge, mith your Rig and RPCs ciose 
behind. Keep your Pitbuiis at the rear of 
your pack so they don’t become a target. 


Move your Predators up the hiii, 
setting them mithin range of the Nod 
outpost’s LUar Factory. Have them 
target any Scorpion Tanks that emerge 
from the Factory, and mhen none are 
about, direct your tanks’ fire at the LUar 
Factory itseif. Move your Rig up behind 
the Predators and unpack it so it can 
support them during this fight. 


Send the one Engineer that’s not riding 
in an RPC into the nearby tomer to repair 
the bridge. Quickiy order your Predators 
to move up, and have them destroy the 
Laser Turret by targeting its hub unit. Once 
the turret is domn, move your Rig across 
the bridge and unpack it at the other side, 
right behind your Predators. Then move 
your RPCs across, foiiomed by the rest of 
your forces. 


R V35 Ox transport ship depioys four 
Engineers and tmo Missiie Squads once 
you obiiterate the SRM Turrets. You need 
every one of those Engineers, so guard 
them mith your iife. Piace three Engi- 
neers inside your RPCs, then move your 
forces back east, making for the bridge 
the Nod destroyed a moment ago. 


The supply crate near the enplosiue 
barrels will heal your units. lYlahe 
sure your Rig collects it if it has 
taken damage. 
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Reaching the other side of the bridge completes this mission's second primary 
objective. 
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Cost: 1,500 
Time to train: 15 sec 

The Firehamk is a fast-attack 
aircraft designed for rapid deiivery 
□f high-yieid expiosives. LUhen 
docked at an Rirfieid, Firehauuks 
can be outfitted uuith either anti- 
aircraft missiies or air-to-surface 
bombs, making them the GDi’s 
most versatiie air units. Use Fire- 
hauuks to combat hostiie air units 
and Luipe out key enemy structures 
in seconds. 


primagames.com 


LUhen the time is right, pack up your 
Rig and order your forces to travei north- 
east aiong the road. You’ve got to move 
fast, so issue standard move orders and 
take the shortest route tomard your next 
primary objective: the east ridge Rein- 
forcement Bay. 


Move your forces up the hiii and onto 
the east ridge. Don’t unpack your Rig 
untii your entire army ciimbs the hiii 
and reaches the top. Have one of your 
Heroic-rank Predator Tanks assauit the 
Nod outpost at the Luest end of the ridge, 
focusing on destroying the Hand of Nod 
first, if infantry threatens to overiuheim 
the tank, puii it back to your Rig and iet 
the infantry faii on your RPCs’ machine 
guns. The buik of your forces must 
remain on the hiii, standing betmeen your 
Rig and the Nod forces mho attempt to scaie the hiii. 


LUith the ridge secure and the Rein- 
forcement Bay captured, a V35 Ox 
transport is abie to fiy in and depioy 
tmo Surveyor trucks. The Surveyors 
unpack themseives, transforming into 
tmo Rirfieids. Eight Firehamks then fiy 
in and touch domn on the ianding pads, 
granting you pomerfui airborne assauit 
capabiiities. 


Destroy the Nod outpost to secure 
the ridge, then move your Predator 
back over to your Rig to heip seai off 
the area. Have an RPC unioad an Engi- 
neer mhen it’s safe to do so, then send 
the Engineer to capture the Reinforce- 
ment Bay on the ridge. This compietes 
the fourth primary objective. 


It's important to leave as many uehicles as possible near the Rig to prevent Nod 
infantry from getting too close to it. One Heroic-ranh Predator Tanh is more than 
capable of obliterating the Nod outpost on the ridge. 
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In addition to dealing eirtra damage 
and firing twice as fast as normal. 
Heroic-ranhed units also have errtra 
hit points and slowly recover health 
overtime. 
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Maintain this position for a mhiie and 
destroy the variety of Nod vehicies and 
infantry that engage you. Make a speciai 
effort to destroy each Scorpion Tank that 
roiis into viem mith your Predators and 
have your RPCs gun domn aii Venoms 
and Nod infantry. Lilith your Rig backing 
up your forces, you shouid be abie to 
raise your vehicies’ ranks to Heroic very 
quickiy just by sitting here — and it’s best 
to do just that. Don’t ieave this spot untii 
aii of your RPCs and Predators have a 
goid star beneath their heaith bars. 


IIBII III 


Assign your vehicles to the Hold 
Ground Stance to prevent them from 
chasing after enemies and moving 
outside of your Rig's repair radius. 
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Rrm your Firehaiuks luith bombs by 
clicking the Bomb Loadout icon in their 
Unit Info panels, then send them north, 
heading for a small Nod outpost. Target 
the outpost’s Lllar Factory to destroy it 
in one suuift attack, then call your Fire- 
hauuks back to base. This drastically 
reduces the number of Nod vehicles 
your forces luMI have to contend uuith 
in the region. 




The time has come to assault the main 
Nod base at the center of the region, but 
it’s uniuise to do so luith your ground 
units until the poiuerful Obelisks of 
Light that surround the base have been 
taken out. Use your Firehauuks to safely 
destroy the tiuo Obelisks of Light that 
are closest to the south, then roll your 
vehicles toiuard the base and begin your 
attack. 


Now that you haue two Rigs, you can use one to repair the other. Rigs can be 
repaired just Uhe any other uehicle when traueling in their uehicle form. 
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Send a Heroic-ranhed APC to defend 
your Airfields from Uenoms. One APC 
is enough; the Uenoms won't come 
at your Airfields in force. 
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Next, move one Predator and one 
Engineer-toting RPC doiun from the 
ridge and then north, heading toiuard 
the Nod outpost that your Firehaiuks 
just assaulted. Get there quickly and 
fire on the Shredder Turret to destroy 
it, then unload the Engineer from your 
RPC and have him capture the Rein- 
forcement Bay to complete the third 
bonus objective. R V35 Ox transport 
ship then deploys tiuo Predator Tanks 
and another Rig for you to use. 


Watch out for the enplosiue barrels in the parking lots that surround the base; if 
they're struck by fire and detonate, they'll damage euergthing nearby. 


Rfter destroying the tiuo southern 
Obelisks of Light, use your Firehaiuks 
to obliterate the one in the middle of the 
Nod base. Once that’s gone, have your 
Firehaiuks focus on bombarding the 
Construction Yard at the northeast corner 
of the central base. It may take tiuo or 
three bombing runs to level it, but Nod 
luon’t be able to raise neiu structures 
once it’s doiun. 

^pt6i nail III 


for a bit of fun. arm your Firehawks with missiles and haue them hunt down some 
Uenoms. Destroying euen one completes this mission's fourth bonus objectiue. 
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Nolu order your Firehaiuks to destroy 
the tiuo remaining Obelisks of Light at the 
north end of the base luhile your ground 
forces pound aiuay at the outpost from 
the south. Sloiu and steady progress 
luill luin this battle; just keep your Rigs 
close to your vehicles and have them 
repair each other if they suffer too much 
damage. 
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This mission is aii but mrapped up once 
you’ve Luiped out Nod’s centrai base. Have 
your vehicies take up defensive positions 
and fiy your Firehauuks north to take out 
the Nod RirToLuers and Hand of Nod at 
the northern airstrip. Once these struc- 
tures are doLun, Nod no ionger has the 
abiiity to produce combat units. 



Before ending the mission, use your ^ 
last Engineer to capture the Rein- 
forcement Bay at the far west end of 
the northern airstrip. This completes 
the second bonus ohjectiue and 
gains you two (Ylammoth Tanhs to 
help you finish your cleanup worh in 
Albania. 
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it’s noLU safe to roii your tanks through 
the area Luithout fear of reprisai. Set 
them to Rggressive Stance and send 
them into the heart of the Nod suppiy 
depots, ietting them biast aiuay untii 
there’s nothing ieft. LUith one 

iast Engineer you can compiete the iast 
bonus objective by ciimbing the Luestern 
ridge and seizing the iast Nod buiiding. 
Rfter that, raze the remainder of the base 
to compiete the fifth and finai primary 
objective. 



Sarajeuo 



KANE IS MAKING HIS LAST STAND AT TEMPLE PRIME IN SARAJEUO. yOUR MISSION IS TO TAKE OUT HIS DEFENDING 
FORCES, DESTROy THE SURROUNDING COMPOUND, AND DISABLE THE ION DISRUPTION TOUERS PROTECTING THE 
TEMPLE COMPLEX FROM ENERGU UEAPONS. KNOCKING OUT THE DISRUPTION TOUERS LULL OPEN UP OPTIONS FOR 
GDI CENTRAL COMMAND NOU THAT THE ION CANNONS ARE NEARUd BACK ONLINE. HOUEUER, BE AUARE THAT KANE 
AND HIS SCIENCE MINISTERS HAUE BEEN UORKING ON A LIQUID TIBERIUM DEUICE OF CONSIDERABLE DESTRUCTIUE 
POUER UITHIN TEMPLE PRIME. IT IS IMPERATIUE THAT yOU DO NOT USE THE ION CANNON ON TEMPLE PRIME UOUR- 
SELF UITHOUT AUTHORIZATION. AN ION CANNON STRIKE COULD DETONATE THE LIQUID TIBERIUM IN THE TEMPLE 
AND SET OFF A CHAIN REACTION IN THE LARGE TIBERIUM FIELDS FOUND THROUGHOUT THIS yELLOU ZONE— THE 
RESULTING BLAST UOULD BE MASSIUEUd DESTRUCTIUE AND MAS KILL MILLIONS. THIS IS A DECISION THAT LULL 
HAUE TO BE MADE AT THE HIGHEST LEUELS OF THE GDI COMMAND STRUCTURE. 




[ Primary objectiues] 


1. Destroy Ion Disruption Field 

Generator 1 

2. Destroy Ion Disruption Field 

Generator 2 

3. Destroy Ion Disruption Field 

Generator 3 


[Bonus Objectiues] 

1. Capture Nod's science ministry 

buildiny 

2. Capture the mutant Houel 


— s 

4. Guild an Ion Cannon Control Center 

5. Destroy Temple Prime uith the Ion 

Cannon 


X 






3. Capture the Liquid Tiberium Factory 

4. Destroy an Ouatar uiith the 

Commando 


[ocquirable intel] 



■ Nod nuatar Ulalher 

■ Nod Ion Cannon 

Disruption Tech . 
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Temple Prime is the Nod’s headquar- 
ters — the place mhere Kane himself 
resides — so expect an extremely diffi- 
cult fight in this mission. Your most 
important asset is speed; if you’re not 
building up your forces as quickly as 
possible and adapting to the Nod’s 
attack patterns, you’ll soon become 
ovenuhelmed. 




V 


1. South Tiberium Field 

2. Southeast Tiberium Field 

3. Northwest Tiberium Field and mutant 

Houel 

4. Ion Disruption Field Generator 1 

5. Ion Disruption Field Generator 2 

6. Ion Disruption Field Generator 3 

7. Nod Temple Prime 

8. Nod Science ministry Building 

9. Nod Liquid Tiberium Factory 


[oreas of interest] 


Begin by grouping your units as 
you like and then moving them north, 
combating Nod infantry along the 
Luay. You soon reach a Tiberium Field; 
unpack your MCV and immediately 
begin construction on a Refinery. 



Send your vehicles to the north 
and unpack your Rig behind them to 
set up a foriuard defense post. Have 
your infantry standing close by and 
don’t Luorry about protecting them too 


the enemy out of your hair Luhile you 
establish your base. Keep your Pitbulls 
behind your Rig and out of harm’s Luay; 
you’ll need them in good shape mhen 
Nod Venoms begin making attack runs 
later on. 
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While in its Battle Base mode, a Rig 
can be repaired just like any other 
structure uia Repair mode, make 
good use of this and striue to keep 
gour Rig intact. 



Build a PoLuer Plant after the Refinery, 
folloLued by a LUar Factory, a Barracks, 
and a Command Post. Set your LUar 
Factory at the east side of your base, 
then queue up a Harvester, folloLued by 
tLuo Predator Tanks. Keep your Predator 
Tanks close to the LUar Factory so they 
remain in good repair as they combat 
each Luave of Nod vehicles that attacks 
from the east. RIso, as you build these 
units and structures, simultaneously ] 

construct LUatchtomers, placing them ^ 

across the northern perimeter of your base to Luard off Nod infantry. 


much — their main purpose is to keep 
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Once you’ve set doLun three or four 
lUatchtoLuers, SLuitch gears and build a 
feuj Guardian Cannons. Place these near 
your LUar Factory to simplify the task of 
defending yourTiberium Field from the 
Luaves of Nod vehicles that assault your 
base from the east. 


Hiiitei 
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You’ll eventually need to span out 
and establish an outpost near a fresh 
Tiberium Field. Once you’ve assembled 
your Mammoths, queue up four RPCs 
and a Rig. Load your RPCs uulth Luhat- 
ever infantry you have to spare (Zone 
Troopers and Grenadiers are the top 
picks), then send your Mammoths, 
RPCs, and Rig rolling north to secure 
the distant northmest Tiberium Field. 
These units luMI chem through any Nod 
infantry they encounter along the may, 
so don’t morry about them. 


The Nod uiiU change up their attach patterns as they see fit. but their base is 
largely set up to send uehicles at you from the east and infantry from the north- 
west. Nod infantry and uehicles alihe will attach you from the north, so heep an 
eye on your radar and chech your defense grid's status regularly with | control | *R. 

I BPi 1 1 ^ I 1 1 I I hi I l 


It tahes a lot of power to heep your base defenses running. lYlahe sure to heep 
an eye on your power consumption and build Power Plants wheneuer they're 
needed. 
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start building RR Batteries next, 
setting three of them around your base’s 
northern perimeter. This mill help you 
fend off future Venom attacks, mhich can 
become quite troublesome later on. 


Rs your convoy heads north, build a 
Surveyor truck and send it after them. 
Have your Orcas escort the Surveyor 
truck along the may to ensure its 
survival. 


Your base is fortified for nom, but it 
mon’t last forever — the Nod mill continu- 
ally increase the size and strength of 
their assault groups, so you’ve got to 
move fast. Build a Tech Center so you 
can start constructing Mammoth Tanks 
from your LUar Factory, follomed by 
an Rirfield so you can queue up some 
□rcas. Build tmo or three Mammoths and 
fill your Rirfield’s hangars mith craft as 
soon as you’re able. 
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Establish an effective outpost near 
the Tiberium Field mith your vehicles 
and Rig. Nod forces mill primarily 
attack from the east, and their assault 
groups mill largely consist of infantry 
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at first. Your RPCs luill be able to 
handle these foot soldiers mithout 
much trouble, but be foreuuarned: 
the Nod Luill quickly smarten up and 
send armored vehicles to assault 
your outpost in force. That's Luhere 
your Orcas and Mammoths come in; 
make sure they’re stationed near your 
outpost to combat vehicular threats. 
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All paths leading toward the massive Nod stronghold are guarded bg lethal pairs 
of Ohelisks of light, including the route to the east of your new outpost. Do not 
let gour vehicles near these towers; use gour Orcas to obliterate them instead. 
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MJUhen gour main base's Tiberium Field ^ 
becomes depleted, your Harvesters 
will automatically seek out the nent 
closest source, which is the Tiherium 
Field to the east. Don't let them go 
there; instead, direct the Harvesters 
north toward your new outpost. 
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Rs soon as the Surveyor unpacks 
itself, set doLun your Refinery and 
construct a ULIar Factory, folloLued by 
an Rirfield. Place these structures 
near your neuu outpost, as it luIII soon 
become the Nod’s #1 target. Of course. 
Nod forces uuill also continue to attack 
your main base, so this is uuhere the 
action really heats up. Do your best 
to stay on top of Nod’s assault groups 
as you establish your neiu outpost, 
and as soon as you’re able, fill your 
outpost’s Rirfield uuith Orcas and begin 
rolling Mammoth Tanks out from the 
Lllar Factory — securing this foriuard 
base is absolutely vital. 


(Nfttei 
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^Dse a Commando to instantly destroy 
an Avatar Ufarmech with enplosive 
charyes. He careful, thouyh, because 
the Commando may be crushed 
underneath the Avatar's feet. It's 
best to run in from tbe side. 
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By the time your outpost’s Lllar Factory 
and Rirfield are in place. Nod forces 
Luill likely be assaulting the place luith 
Luaves of poLuerful vehicles and infantry. 
They’ll send Beam Cannons to level 
your structures, backed by frightening 
Rvatar LUarmechs that can rip through 
your defenses in seconds. The moment 
you spy a LDarmech, send your Orcas 
to bombard it; Nod Beam Cannons are 
troublesome, but they aren’t nearly as 
large a threat. 

TipillHII III 


Send Engineers to capture tbe busks of any Avatar Warmechs that fall in comhat 
and remain on the field. Afterward, move these captured units close to your War 
Factory to repair them, greatly increasing your outpost's defenses. 
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Keep producing Mammoth Tanks from 
your outpost’s LDar Factory as your RPCs 
shred Nod infantry and your Mammoths 
tackle their vehicles. Rs soon as chance 
permits, send your Orcas to bombard the 
Obelisks of Light to the east — you’ve got 
to begin your assault on Nod’s stronghold 
soon, or they’ll just keep coming and 
eventually overiuhelm you. 


f^PtBl IIHII III 


An Engineer can capture the Mutant Hovel near your Dutpost. Doing so allows 
you to train mutant marauders, powerful infantry units who are effective against 
enemy infantry and aircraft. Capturing the mutant Hovel is not only advanta- 
geous, it also completes the second bonus objective. 
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□nee the Obelisks of Light are 
destroyed, pack up your Rig and send 
your Mammoth Tanks and RPCs east, 
heading toLuard the Nod stronghold. 

You should have at least five or six 
Mammoths in your group before heading 
out. Leave your Orcas near your outpost 
to combat any Nod forces that might loop 
around to attack from the south. Continue 
to produce Mammoth Tanks from your 
outpost’s Lllar Factory as your assault 
force heads into the fray. 
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It can be tempting to send your Orcas into Nod's stronghold, but don't do it. There 
are far too many SAM Turrets in there. 
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Nod's stronghold is certainly imposing, 
but your creiii of Mammoths and RPCs, 
backed by your Rig, Luill have little 
trouble smashing through. Set your boys 
to Rggressive Stance and let them do 
their Luork, but make sure to target any 
Obelisks of Light or Rvatar Lllarmechs 
you encounter Luith your Mammoths to 
quickly annihilate them. Your RPCs luNI 
cut doLun all Nod infantry units Luhile 
your Mammoths crush all armored and 
structural threats. 



base and outpost as you conduct 
your attach on their stronghold, but 
their strihe groups won't be nearlg as 
potent as they were before. Still, heep 
an eye on your radar and do your best 
to heep your base defenses intact. 



Once you’ve breached the Lualls of the 
Nod stronghold, you’re given a boon: three 
Juggernauts are deployed at the south 
end of the region, close to the southeast 
Tiberium field. Send your main base’s 
□rca fleet over to the Juggernauts, then 
order them north to destroy the Obelisks 
of Light that guard the nearest entrance 
to the stronghold. Move your Juggernauts 
through this path and into the Nod base, 
led by as many ground units as you can 
spare from your main base. 



■ IIHII III 


^Use I Control | *FI to heap a close watch on your assault force's health status, 
and pull any heavily damayed vehicles back toward your Rig using the Reverse 
move command |[^ then click to move]. If your unpacked Rig becomes a target, 
use Repair mode ([^ to keep its health in the green. 

L. I i.nM 


Take it nice and sloiu as you move 
through Nod’s stronghold. Don’t alloLU 
any of your units to move too far ahead 
or they’ll probably encounter an Obelisk 
of Light and get slaughtered. Try not 
to let your Rig become a target, and if 
Nod manages to destroy it, immediately 
construct another from your outpost’s 
Lllar Factory and send it in, along uulth a 
second convoy of Mammoths. 
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The Juggernaut is the GDI’s malker 
unit. Its primary purpose is to 
destroy enemy structures from 
range, but the Juggernaut is quite 
effective at obliterating enemy vehi- 
cles as luell. Being an artillery unit, 
the Juggernaut has a significant 
range advantage and can quickly 
destroy defensive turrets from 
afar, mithout fear of counterattack. 
Homever, the Juggernaut is unable 
to combat airborne threats and its 
armor plating leaves something to 
be desired. Keep Juggernauts in 
the rear of your assault forces and 
make sure you’ve got some anti-air 
units nearby to support them. 


J 
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□nee you’ve crippled the Nod base, 
you can safely devote resources to 
constructing an Ion Cannon Control 
Center. This highly expensive (and poLuer- 
hungry) support structure alloLus you 
to communicate uulth GDI’s Ion Cannon, 
uuhich is currently in orbit over earth. 

□nee the Ion Cannon Control Center is 
in place, and provided the Nod’s three 
Disruption Field Generators have been 
destroyed, you’ll be able to use the Ion 
Cannon to eradicate Temple Prime. 
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You’re noiu assaulting the Nod from tiuo 
angles and the momentum of the battle 
has surely suuung in your favor. LDipe out 
everything in your path and continue to 
construct Mammoths at your bases’ Lllar 
Factories to be used as reinforcements, 
should the need arise. Destroy everything 
beyond the Nod stronghold’s outer-most 
Luall before moving northeast into the 
heart of the stronghold. 


IIHII III 


Notei 


Dniy the Ion Cannon is poLuerful 
enough to destroy Temple Prime, Nod’s 
ultra-hardened facility and the place 
uuhere Kane resides. Rs soon as you’re 
able, obliterate Temple Prime by firing the 
Ion Cannon directly at it. This completes 
the fifth and final primary objective, 
totally annihilating Kane and his vile 
Brotherhood of Nod. 

Congratulations, Commander. You 
fought brilliantly. Rt long last, this horrific 
uuar is finally over.... 


Make sure to destroy the three 
Disruption Field Generators as you 
assault the Nod stronghold. This is 
secondary to leveling the base itself, 
but you must destroy these targets 
to complete the first three primary 
objectives and enable the use of GDI’s 
devastating Ion Cannon. 


There are two important buildings 
in the Nod stronghold: the science 
ministrg building and the Liquid Tibe- 
rium Factory. Capture both of these 
with Engineers when irs safe to do 
so to claim two additional pieces of 
intel and complete the first and third 
bonus objectives. 


Vou can construct additional Jugger- 
nauts from gour War Factories. 










mnnich 



TH£ SAUAG£, UN£HP£i::T£D ATTACK ON MUNICH BU TH£ INUAD£RS HAS TAK£N TH£ CITU'S GARRISON£D GDI 
FORC£S CCiMPL£T£Ly BU SURPRIS£. TH£ BATTL£ UAS CiU£R B£FOR£ IT B£GAN. AS TH£ INUAD£RS RUTH- 
L£SSi_y UIP£ MUNICH FROM TH£ FAC£ OF TH£ £ARTH, yOU MUST MARSHAL TH£ SURUIUING GDI FORC£S AND 
FIGHT A D£SP£RAT£ R£ARGUARD ACTION, HOLDING OFF TH£ £N£My JUST LONG £NOUGH TO ALLOU TH£ GDI F-T 
LAB £NGIN££RS TO £SCAP£ IN ARMOR£D TRANSPORTS. TH£S£ £NGIN££RS HAU£ K£y INFORMATION ABOUT OUR N£U 
£N£My, AND MUST R£ACH SAFSTU. 
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[prlmaruoiijectiues] 

1^. Protect the Ciuilian Transports 




\ 

/ 


[Bonus DOjectiuos] 






1. Capture the GDI Lab 

2. CaDture the Pouer Plant 



[ocquirable Intel] 


Effects of Sonic Uleaponry on 

the inuaders 

GDI Storm Shelters 


I ureas nf interest] 


1. Initial GDI escort force 

deployment site 

2. GDI Lab 

3. GDI Enyineers and 

reinforcements 

4. PoiAier Plant 

5. Subujay entrance 

X 
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Just before the transports reach 
the first bridge, alien aircraft fly past 
and bombard it. The bridge collapses, 
preventing the convoy from crossing the 
river. The trucks are forced to continue 
along the road, heading southeast toiuard 
a second bridge. Keep your men north of 
the convoy and stay out of their may so 
they can move along unhindered. 


Suddenly, the aliens tear domn the 
city's northern mall and begin flooding 
the streets. Shortly aftermard, the Civilian 
Transport trucks begin to experience 
some engine problems and the entire 
convoy grinds to a halt. Order your men 
to attack the massive Rnnihilator Tripod 
that comes stalking in from the north; it 
poses the greatest threat to the convoy. 


You begin this harroming escort 
mission mith a detachment of tmo 
Pitbuils, tmo Rifleman Squads, and 
a squadron of Zone Troopers. Group 
these units together, set them to 
Rggressive Stance, then move them 
close to the convoy of armored Civilian 
Transports. 


The Civilian Transports won't move if 
your men are in their way. Try to heep 
your units either behind or beside 
them, and do your best to not bloch 
their path. 
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The alien invaders you're currently 
battling are known as tbe Serin. 
Complete the GDI and Brotherhood of 
Nod campaigns to unlock the Serin 
campaign. 
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The alien invaders come mostly from 
the north portion of the city, so it’s best 
to keep your men to the north of the 
convoy. The convoy mill take damage 
from time to time, but each truck is 
heavily armored, so don’t morry about 
them too much. 


Rs luck mould have it, GDI reinforce- 
ments mere holed up right near the place 
mhere the convoy breaks domn. You gain 
controi of tmo more Rifleman Squads 
and tmo extra Missile Squads, along 
mith three Engineers. Immediately send 
one Engineer south across the bridge, 
moving to capture the south Pomer Plant. 
Move the other tmo Engineers north; one 
should capture the GDI Lab, mhile the 
other assumes control of the Rnnihilator 
Tripod your northern infantry recently 
brought to the ground. 



Capturing the Pomer Plant brings the 
tmo Sonic Emitters at the south end of 
the bridge online. The sonic blasts these 
massive meapons unleash rip through 
the alien ground forces. The convoy soon 
gets its engines up and running again; 
quickly order your troops to follom them 
south across the bridge. 


(HMei 
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Right after Civilian Transport trucks 
crass the bridge, their engines die out on 
them yet again. Some sort of electrical 
interference could be the cause, but 
there’s no time to debate this — move your 
men to the right side of the convoy, as 
Luaves of alien ground forces attack from 
the east. 


The trucks eventually patch up their 
engines and the convoy starts rolling 
once more. FoIIolu behind the vehicles, 
preventing the alien ground forces 
from getting too close. You complete 
this mission’s one and only primary 
objective once the convoy reaches the 
SubLuay Entrance to the southiuest. 
Only one truck needs to survive the 
trip for the mission to be considered a 
success. 


^^utioiii iiHii III 


It's imperatiue that you moue your troops across the bridge fast; alien aircraft 
fly past and destroy the bridge shortly after the convoy goes over it. 


Stuttgart 





UIHILE STUTTGART IS OSTENSIBLy UNDER COMPLETE ALIEN CONTROU GDI HAS RECEIUED SEUERAL DISTORTED 
TRANSMISSIONS FROM UITHIN THE CITS INDICATING THERE ARE SURUIUORS EITHER IN HIDING OR PINNED 
DOUN By ALIEN FORCES. ONE OF THESE SURUIUING UNITS— AN ELITE COMMANDO— HAS MANAGED TO EUADE 
HIS ATTACKERS. yOU UILL UORK UITH THIS COMMANDO TO ROUND UP AS MANS OTHER SURUIUING UNITS AS 
POSSIBLE, THEN USE THE RESULTING FORCE TO TAKE OUT THE ALIEN BASE DOMINATING THE CITS. KEEP AN EUE 
OUT FOR A GDI COMBAT ENGINEERING TEAM— THEU ARE CAPABLE OF REACTIUATING BOTH GDI'S STUTTGART BASE 
AND THE CITU'S DEFENSIUE GRID, UHICH UOULD MAKE THE MISSION FAR EASIER. 





[priniaru Dbjectiues] 

1. Capture or destroy alien structure 

2. Rescue Engineers 


3. 

V 


Capture the eastern Pouer Plant 
activating the GDI base 


N ^ 




[Bonus obiectiuesl 




1. Rescue Zone Troopers 

2. Rescue Snipers 

3. Rescue Infantry Squad 

4. Destroy a Tripod uiith the Commando 

5. Capture the northern and luestern 

Pouier Plants to activate the Sonic 
Emitter arrays 

6. Capture the southern Pouier Plant to 

activate the Command Post 


7. 

V 


Capture the southviest Poiver Plant 
activating the Armory 


/ 
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rescued. This completes the second primary objective. 





1. Commando starting point 

2. Pinned-douin Engineers 

3. Pinned-douin Rifleman Squad 

4. Pinned-douin Sniper Team 

5. Pinned-douun Zone Troopers 

6. Northern Power Plant 

7. Eastern Power Plant 

8. Western Power Plant 

9. Southern Power Plant 

10. Southwest Power Plant 

11. Serin base 

12. Tiherium Silos (2]j Tiherium Spihes [2] 



Rs in Hampton Roads, you have 
control of only one lone Commando 
at the start of this mission. The fate 
of Stuttgart hinges on your ability to 
guide this Commando in his effort to 
rally the feiii surviving GDI forces in the 
city. Begin by moving the Commando 
south, Luhere you discover a lone 
Rifleman Squad. Rdd to your group, 
then march your men mest. 
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Though you now haue a whopping seuen Engineers at your command, don't tahe ^ 
any for yranted. Vou need at least one of them to suruiue and capture the city's 
eastern Power Plant, and there are many other structures to capture in the city. 
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Send your combat units south next. 
You encounter more Serin Disintegrators, 
along Luith a fearsome Rnnihilator Tripod 
Lualker. Fortunately, your Commando can 
destroy Lualker units as easily as he can 
structures: use his jump jets to close in 
fast, dropping the Rnnihilator Tripod Luith 
an explosive charge. This completes the 
fourth bonus objective. 


Time to add some serious firepomer to 
your team. Secure the immediate area 
uuith your Commando and Riflemen, 
then send an Engineer to capture the 
husk of the Rnnihilator Tripod you’ve just 
destroyed. Noiu you’re getting some- 
Luhere. 




Move your squad directly south until 
you reach the edge of the city, then 
head east, Luhere you discover the city’s 
southern Poiuer Plant. Capture the struc- 
ture luith an Engineer to supply poiuer to 
the Command Post and — count them — six 
Guardian Cannons that surround it. This 
provides you luith an ideal place to lure 
enemy ground forces if the need should 
arise, and also activates your radar. 
Furthermore, capturing this Poiuer Plant 
completes the sixth bonus objective. 

But Luait, there’s more: tiuo supply crates lie next to the Poiuer Plant. Group 
your men together and then move to collect the crates to increase all of their 
ranks by one and replenish their health bars. 


You soon encounter a group of Engi- 
neers being pinned doiun by a host of 
Serin Disintegrators. Your Commando 
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At this point you can finish this 
mission fairly easily just hy creatiny 
a bunch of units and going after the 
Serin base at the northwest corner 


leave your Engineers at the Command Post for the time being so you don't have 


of the city. If you'd lihe to continue 


to worry about them being squashed in combat searching the citg instead of going 

for the quich win, our walkthrough 



There’s another supply crate just to 
the east, next to a Tiberium Silo. Rnother 
Tiberium Silo and tmo Tiberium Spikes 
stand a bit farther to the east as uuell. 
Leave the Tiberium Silos alone and grab 
the crate to increase your combat units’ 
ranks by another mark. Then send tmo 
Engineers to capture the Tiberium Spikes 
so you gain a steady trickle of resources 
throughout this mission. 


Send your combat crem northeast 
next, heading for the underpomered GDI 
base. Move your forces north of the 
base and engage the Serin hostiles you 
encounter there, mhich include tmo more 
Rnnihilator Tripods. Rfter securing the 
perimeter, send an Engineer to capture 
the base’s Pomer Plant, restoring pomer 
to its structures. 



continues to guide you along the wag. 
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R fern GDI infantry squadrons are 
garrisoned inside some buildings 
southmest of your nemly claimed 
base. Defeat the Serin Buzzers and 
Shock Troopers surrounding the 
buildings to secure the area, adding 
tmo more Rifleman Squads and tmo 
Missile Squads to your team. This also 
completes the third bonus objective. 


Notei 


IIHII 
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^Vou could power-up the base before engaging tbe bostiles to tbe north, but then ^ 
your base's valuable structures might become targets of tbe Serin. It's best to 
leave the base without power until the area is secure — your attack force should 
all be at Heroic rank by now and capable of handling the nearby alien presence. 
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Dnce you’ve secured the base and 
activated its Pomer Plant, build tmo RPCs 
from the Lllar Factory, then house your 
infantry units inside them. Queue up a 
ton of Predator Tanks after that, let a fern 
of them join your group, then head north 
to continue your search of the city. 


Build APCs to house your new 
infantry units and keep them safe. 
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North of the infantry, tmo Sniper 
Teams are being pinned domn by Serin 
Shock Troopers. LUipe the aliens out to 
rescue the Sniper Teams, completing 
the second bonus objective in the 
process. 
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Move your team southiuest noLU, 
cutting dear across the city and 
ignoring the nearby northern Pomer 
Piant for the time being. You find tuuo 
squadrons of Zone Troopers in the 
city’s southiuest region; add them to 
your gang and eiiminate any Serin in 
the area to secure it. 


Speaking of Pouuer Piants, head north 
from the Rrmory to find the uuestern one, 
Luhich Luiii poLuer the tuuo nearby Sonic 
Emitters that face the Serin base to the 
north. Don’t capture this Pouuer Piant just 
yet, though: leave your forces to guard 
the structure and send all of the vehicles 
your ULIar Factory has produced to the 
city’s northern Pouuer Plant. Send Engi- 
neers to both Pouuer Plants as you ready 
your forces for the assault. 



Head south next to find the south- 
uuest Pouuer Plant and Rrmory. Send 
an Engineer to capture the Pouuer Plant 
if your base’s Barracks is still intact. 
(Lilith your Barracks intact, you can 
train more Engineers at any time.) If 
your Barracks has been destroyed, 
don’t bother capturing this Pouuer 
Plant — it’s more beneficial to save 
your last tuuo Engineers for the city’s 
northern and uuestern Pouuer Plants 
instead. 

Wei IIHII III 


Vou must capture the southwest 
Power Plant to complete all bonus 
objectiues. Hopefully your Barracks 
has suruiued! 
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Obliterate the Drone Platform in the 
center of the Serin base to complete the 
first primary objective and eliminate the 
Serin presence here in Stuttgart. Feels 
good to strike a blouu for the good guys, 
doesn’t it? 
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The northern Pouuer Plant also fuels 
tuuo Sonic Emitters: those tuuo are 
pointed touuard the Serin base as uuell. 
Lllhen you’re ready to begin your assault, 
use your Engineers to capture both 
Pouuer Plants, bringing all four Sonic 
Emitters online simultaneously. Your 
attack on the Serin base has nouu begun; 
move both of your armies into the base, 
laying into it from the east and south. 


If you have overuuhelming numbers of 
units on your side, then this battle uuill be 
short uuork; send your boys into the fray 
and let them have at it. 



Dn the other hand, if your forces aren’t 
exactly legion, you may uuant to coordi- 
nate your assault uuith a bit more finesse. 

Send your units into the base, then 
quickly pull them back using the Reverse 
Move command. This uuill drauu the Serin 
out of their lair, right into the path of your 
Sonic Emitters. This tactic also keeps 
your units relatively safe from the Serin base’s array of defensive structures. 



For a super-quick victory, beyin your full-scale assault on the Serin base, then 
order your Commando to jump-jet directly into the Drone Platform. He'll level the 
building with an euplosive charge, ending the mission in seconds. 
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Cologne 





g 


COLOGNE IS UNDER ATTACK BU THE INUADERS AND THE CITU IS IN ITS LAST THROES. HOUEUER, INITIAL RECON 
HAS REUEALED THAT THE GDI BASE IN COLOGNE UAS LEFT RELATIUEUd INTACT BH THE ENEMU AFTER IT 
LIAS ABANDONED BU THE GARRISON FORCE UHEN THE ALIEN ATTACK STARTED. AN ADUANCE TEAM IS BEING 
DISPATCHED TO DETERMINE THE SIZE AND SCOPE OF THE ALIEN PRESENCE IN THE CITS AND yOLI'LL BE IN 
COMMAND. ONCE yOU DETERMINE UHAT yOU'RE UP AGAINST, UCLL SEND yOU AN ENGINEERING TEAM TO GET THE 
GDI BASE UP AND RUNNING AGAIN. PROTECT THE ENGINEERS UNTIL THEU CAN REACH THE BASE, THEN BUILD UP A 
STRIKE FORCE AND DRIUE THE ALIENS FROM COLOGNE ALTOGETHER. IFS NOT TOO LATE TO SAUE THE CITS. 





[priniaru objectiues] 


1. Scout alien structure 

2. Protect the Engineers 

3. Capture the northeastern Pouier 

Plant 

4. Destroy alien Command Post 




[ocquirable Intel] 


GDI Field Recon — ^The Fall of Cologne 


[Bonus objectiues] 




1. Capture the Reinforcement Bay 

2. Capture the northuiestern Pouier Plant 


[nreas nf interest] 




1. GDI scDut fDrce deployment site 

2. Serin base 

3. Engineering creuj deployment site 

4. GDI base 

5. Reinforcement Bay 

6. Northuuest Pouier Plant 




The aliens have dearly overrun the city 
□f Cologne, but it is believed that GDI's 
unmanned northeast base has been left 
largely intact. Send your initial scout 
force marching northiuest, heading 
touuard your first objective. Obliterate 
all Serin you encounter along the may. 

IIHII III 


Vour Commando destroys the Serin's 
Annihilator Tripods in short order 
with his enplosiue charges. 
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Reaching the objective site, your 
scout force discovers the Serin’s 
base of operations in Cologne. This 
completes the first primary objective. 
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Back your team up and let your boys 
eliminate the Serin that rush out to 
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attack you. Don’t order your men into 
the base; your force isn’t neariy strong 
enough to get the job done. 
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If your Commando's in good health, 
have him destroy the nearhy Serin 
Portal. This structure is on the 
southern outshirts of their base, 
mahiny it easy for the Commando to 
boost in and destroy. 
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Send your men across the east 
bridge next, heading for the abandoned 
GDi base. You can’t restore poiuer to 
the base Luithout an Engineer, but you 
can uuipe out the Serin presence there. 
Rfteriuard, send your team south, 
moving toiuard the site of the recentiy 
depioyed engineering creiu. Eiiminate 
aii hostiies you encounter aiong the 
may to secure the route back to base. 



Group up mith the Engineers (and 
their guardian infantry units), then send 
your mhoie squad north, heading back 
to the abandoned GDi base. Be carefui, 
though: there’s quite a iot of Tiberium 
near the engineering crem. Don’t iet 
any of your men maik through it, or 
they’ii suffer Tiberium exposure and 
siomiy iose heaith. 



Send one of your Engineers into the 
GDi base’s Pomer Piant to capture 
the structure and restore pomer to the 
outpost. This compietes the second and 
third primary objectives, and grants you 
access to aii of the base’s facuities. 
immediateiy begin construction on a LUar 
Factory, and move your remaining Engi- 
neers to the north, out of harm’s may. 


The Serin have ravaged the GDi 
base, and there’s been some structurai 
damage. Begin repairing its structures, 
starting mith the tmo Sonic Emitters to 
the south. Dnce your LUar Factory is 
ready, piace it as far to the south as 
possibie, then construct a Harvester to 
doubie your resource coiiection speed. 



Buiid a Tech Center next, piecing it 
out of the may near your base’s northern 
Pomer Piants. Nom you can buiid 
Mammoth Tanks. Start roiiing them out of 
your LUar Factory. 
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Euentually. the Serin will send a lone Annihilator Tripod to attach your base 
from the south. Vour Sonic Emitters will drop it in seconds; send an Engineer to 
capture its hush, strengthening your forces with a powerful walher unit. 
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Rs you assembie your Mammoths, 
send an Engineer south to capture 
the nearby Reinforcement Bay. This 
compietes the first bonus objective 
and grants you controi of tmo Jugger- 
nauts and tmo Sniper Teams. Send your 
Mammoths to Reinforcement Bay to 
protect these units. 
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Rfter building six Mammoths, 
assemble a Rig. Move your 
force of Mammoths, Jugger- 
nauts, and Snipers south, 
crossing the bridge and heading 
toLuard the Serin base. Send 
your Rig along and unpack it to 
set up a fonuard battle base at 
the south end of the bridge, near 
the inactive Poiuer Plant. 


Rfter securing the south end 
of the bridge, send an Engineer 
to capture the nearby PoLuer 
Plant. This restores pomer to the 
numerous Sonic Emitters that 
surround the Serin base, giving 
you a distinct tactical advan- 
tage — though you may need to 
construct an additional Poiuer 
Plant to keep them all running. 
Capturing this Poiuer Plant also 
completes the second bonus 
objective. 


Berne 


Continue assembling Mammoths as 
you assault the Serin base, rolling them 
doLun to reinforce your primary attack 
group. Use your Juggernauts to oblit- 
erate defensive structures from range, 
particularly the Storm Columns, luhich 
can be troublesome for your vehicles. 
Your Sniper Teams can sight targets 
for your Juggernauts, alloiuing them to 
bombard buildings from great distances. 


Conduct a luell-coordinated assault 
on the Serin base and you’ll have 
little trouble crushing them luith your 
superior firepouuer. Destroy the Serin's 
Drone Platform to loosen their grip on 
the city, completing the fourth primary 
objective and the mission. 


After capturing the Reinforcement Bay. you're able to construct additional 
Juggernauts from the UUar Factory. , , , . , 





Xs. 


AFTER LAUNCHING A COSTUil BUT SUCCESSFUL COUNTERATTACK AGAINST THE ALIEN INUADERS, THE NEUl.y 
RECONSTITUTED GDI IS FINALUil IN A POSITION TO PUSH THE ALIENS OUT OF EUROPE ONCE AND FOR ALL. THE KEU 
IS THE INUADER'S CENTRAL BASE IN BERNE, SUITZERLAND. THE INUADERS HAUE TURNED BERNE INTO A BRUim_ 
URBAN UASTELAND, A UAST STAGING AREA FOR THE INUASION OF NORTHERN EUROPE. THE ALIEN ENCAMPMENT 
IS SPREAD OUT ACROSS THE RUINED CITU AND SPLIT INTO THREE SECTIONS: A HEAUIUd DEFENDED CENTRAL BASE 
TO THE NORTHEAST OF THE CITU AND TUO ADJACENT SUPPORT BASES, ONE ARMOR AND ONE AIR, ALL RINGED UITH 
UIHAT SEEM TO BE NEULy SEEDED TIBERIUM FIELDS. THIS IS GOING TO BE A TOUGH ONE. DESTROy THE MAIN BASE. 

NO SURUIUORS. THIS IS PERSONAL. 



[primaru Dbjectiues] 




[Bonus objectiues] 


1. Destroy the primary base Drone Platform 






1. Destroy the armor base Drone Platform 

2. Destroy the Alien Siynal Transmitter 


3. Destroy the mothership 

4. Destroy the air base Drone Platform 
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Hope you’re ready for a brauul, 
because this mission is one of 
the toughest yet — maves of Serin 
vehicies and aircraft uuiii soon be 
crashing against you. Rs soon 
as your MCV unpacks itseif into a 
Construction Yard, immediateiy buiid 
a Crane to doubie your structure- 
production capabiiities. Lilith tmo 
production queues at the ready, buiid 
a PoLuer Piant and a Lllar Factory, 
setting the iatter buiiding to the north 
of your Construction Yard. Queue up 
Predator Tanks at the Lllar Factory 
as soon as you’re able, then build a 
Tech Center and another Lllar Factory, 
placing the secondary Lllar Factory 
to the east of your Construction Yard. 
Research the Railgun Upgrade at the 
Tech Center and build a Harvester 
from your secondary Lllar Factory 
right aiuay. 


[oreas ofinterest] 



1. GDI insertion point 

2. Serin armor (uehicle) base 

3. Serin air base 

4. Serin primary base 

5. Giant blue Tiberium Field 

6. Tiberium Spikes 

\ / 




[ Acquirable Intel] 


Ulhat IS It like m a Red Zone? 

GDI Field Reeon — The Fall of Berne 


Repel the first feuu maves of Serin vehicles 
mith your Predators, moving them to elimi- 
nate each group in turn. Rs soon as your 
Tech Center is in place, cancel any Preda- 
tors in production and queue up Mammoth 
Tanks at both of your Lllar Factories instead. 
Mammoths are the keys to victory here; 
build them exclusively R5RP. 


Bind your Predators and Mammoths into 
tmo separate groups; one being the tanks 
assembled at the north Lllar Factory, and 
the other the tanks that roll out of the east 
facility. This alloms you to quickly select 
these units to repel attacks at any front. 
Keep a close eye on the health of your 
tanks and pull any injured units back to 
the nearest Lllar Factory for repairs using 
the Reverse Move command ((^). Hold your 
ground here as you amass more and more 
Mammoths, ranking them up as they repel 
each Serin force. 
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The Serin soon send fearsome Annihilator Tripods to assault you. Build a 
Barracks and train some Engineers^ sending them out to capture the fallen husks 
of these walkers to strengthen gour forces. 



You’ve got 
a load of 
Mammoths at ’ 
your disposal 
noLU. Queue 
up a Rig 
at one of 
your main 

base’s ULiar Factories, then send it east 
along Luith another creiii of six or more 
Mammoths to assault Serin’s second 
auxiliary base, from Luhich most of their 
aircraft are deployed. This base has 
far femer defenses compared to the 
last one; reduce it to rubble and set 
up another outpost here in the same 
manner you did before. This completes 
the fourth bonus objective. 



You’ll need to secure additional 
resources eventually. Once you’ve 
assembled six or more Mammoths from 
your northern Lliar Factory, construct a 
Rig at that same facility, then send all 
of these units rolling northmest to locate 
one of the Serin’s tmo auxiliary bases in 
Berne. This northmest Serin base is mhere 
the majority of Serin’s armored units are 
being constructed: eliminating it deals 
them a bloLU and secures you the base’s 
surrounding Tiberium Fields in the process. 

^^Utioill IIHII III ^JtlllHIl III 


The south end of the base is defended hy a Naturally, continue building 

pair of powerful Storm Columns, which are a H mammoth Tanks at your 

serious threat to your mammoths; make the H northern War Factory to 
Storm Columns your primary targets, concen- H replace the ones gou'ue just 
trating fire to destroy each one in turn. moued. 


Rnnihilating Serin’s armor base 
completes the first bonus objective. 

Send a Surveyor and begin setting up an 
outpost here, constructing a Lllar Factory 
for Mammoth support and a Refinery 
so you may harvest the surrounding 
Tiberium. You may also Luant to build a 
Barracks to train Engineers and capture 
any Rnnihilator Tripods that attack your 
neiij outpost. 


Once both 
outposts 
are up and 
running, 
you’re ready 
to assault 
Serin’s 
primary 

stronghold to the north. Use your 
outposts as staging grounds for your 
assault, hammering the Serin base 
from both sides. Send all of your 
Mammoths and support them Luith 
Rigs. Roll over everything in sight. 
Commander: these vile aliens deserve 
no mercy. 




During your assault on Serin’s 
primary base, make sure to destroy 
their Signal Transmitter. This prevents 
them from potentially calling in another 
Mothership, and also completes the 
second bonus objective. Level the 
primary base’s Drone Platform to 
complete your primary objective of 
eradicating the alien presence in Berne. 




Shortly after you eliminate the Serin 
armor base, you receive a Luarning of an 
unusually high poLuer surge somemhere 
in Serin’s primary base. This surge comes 
from a Serin Signal Transmitter, mhich 
calls in a Serin Mothership to attack your 
main base. It takes a Luhile for the sIolij- 
moving Mothership to reach your base, 
but don’t Luaste time: devote all available 
resources to assembling Mammoths from 
your main base’s tmin ULiar Factories. Rs 
the Mothership drams near, move your 
Mammoths north to intercept it, blasting it from the sky before it can reach your 
Construction Yard. Dbliterating the Mothership completes the third bonus objective. 
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, ITS TIME TO TAKE THE FIGHT INTO THE RED ZONES AND DESTROH THE GIANT TOWERS UNDER CONSTRUCTION BU THE 
i INUADERS. CENTRAL COMMAND ISNT KEEN ON WAITING AROUND TO FIND OUT WHAT THOSE THINGS ARE ACTUALUd 
GOING TO BE USED FOR... THE ANSWER IS SURE TO BE ONE THAT WE WONT LIKE. UOLLRE THE TEST CASE; UOLLRE GOING 
TO TAKE DOWN THE TOWER NEAR ROME. UOU WILL DEPLOy INTO THE ITALIAN RED ZONE AND SET UP SHOP BEHIND A LARGE 
TIBERIUM CHASM THAT IS NOT CONNECTED TO THE MAIN LANDMASS. WHILE THIS PROUIDES A NATURAL DEFENSE, 
yOLLLL HAUE TO UTILIZE JUMP JETS, CALL-FOR-TRANSPORT, AND AERIAL UNITS TO MODE ACROSS THE CHASM AND 
CREATE EHPANSION BASES. SCANNERS INDICATE SEUERAL SPATIAL ANOMALIES IN THE AREA AND ALIEN ENTITIES 
ARE FLOODING INTO THE REGION AT AN ALARMING RATE. TO MAKE THINGS WORSE, NOD HAS SET UP CAMP IN THE 
NORTHWEST. GIUEN NOD'S ERRATIC BEHAUIOR SINCE THE ARRIUAL OF THE INUADERS, UOU SHOULD BE PREPARED 
FOR ANUTHING. THE SITUATION IS CRAZU AND GETTING MORE SO BU THE MINUTE. ^ 


[Bonus objectiues] 


[ncquirable Intel] 




Alien Rift Generator 

Red Zone Terrain: Tiberium Chasms 

Alien mastermind 


1. Oestroy the Alien masterminds 
teleporting the forces 
a. Preuent Aliens from using Rift 
Generator 


I Ptimaru Objectiues] 


1. Oestroy three Alien Phase Generators 
a. Oestroy the Alien Touuer 


I ureas nt interest] 


1. GDI insertion point 
a. Nod base 

3. Serin primary base 

4. Phase Generators 

5. The Tower 


Rs this mission begins, three drop pods 
depioy six squadrons of Zone Troopers 
next to your Construction Yard. Group 
your Zone Troopers together and send 
them north to defend the perimeter. 
Fortifying your base is criticai; begin 
construction on a Refinery, foiioLued by 
a PoLuer Piant, Barracks, and Command 
Post. These structures uuiii aiioLU you 
to buiid base defenses: begin mith a 
fem LUatchtoiiiers, then buiid three RR 
Batteries and three Guardian Cannons. 
Set aii of these defenses around your 
base in a tight perimeter. 


)r unlawful 
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Serin assault groups periodically 
warp in to attach your base. Use 
your Zone Troopers to defeat them, 
and utilize Repair mode to heep 
your base's structures and defense 
turrets up and running. 

. . L I I : . . I : I : I 1 



iDtei 


IIBII III 


Nod bas a formidable base to the 
north. They're at odds with the Serin 
here in Rome, hut they won't shy 
away from ordering aerial attacks on 
gour base, either. As the battle wears 
on, beef up your anti-air defenses to 
tbe north. 




Rfter constructing the aforementioned 
buiidings, assembie a LUar Factory so 
you can buiid additionai Harvesters. 
Queue up tmo of them, then buiid a Tech 
Center, foiloLued by tmo Rirfieids, and 
then a Space Command Upiink. Queue 
up eight Firehamks at the Rirfieids, 
and continue to tighten up your base's 
defenses as you go about these tasks. 



IIHII 


Vou may also want to 
construct an Armory so you 
can heal your wounded Zone 
Troopers. 


l^utioiii Mil 


III 


Do not build an Ion Cannon Control Center. If 
you do. Serin's superweapon — ^the Rift Gener- 
ator — instantly comes online. Vou don't want 
that to happen just yet! 

. . t I I I I . 1 1 . ^ ^ . 



Your Zone Troopers mon’t last 
forever against the Serin defenders 
at the outpost, but that’s okay; their 
role is simply to cripple Serin’s anti-air 
defenses, clearing the may for your 
Firehamks. Have them target the Serin 
Seekers first, follomed by Plasma 
Missile Batteries. Keep an eye out for 
the Serin Mastermind, mhich mill be 
teleporting reinforcements into your 
base; your Zone Troopers should be 
able to stop it. Keep up the pressure 
until all of your Zone Troopers have 
fallen, then order a Shockmave Rrtillery 
strike on any Serin anti-air defenses 
that still stand. 


The Space Command Uplink grants you 
access to GDI’s Zone Trooper Drop Pods 
and Shockmave Rrtillery: the latter of 
mhich can be extremely helpful at certain 
points in this mission. Your next task is 
to assault the Serin outpost to the east. 
Begin by ordering your Zone Troopers to 
leap across the east chasm mith their 
Jump Jets ability. 



Hotel 


ll■ll 


III 


A bit of micro-managing may be required to ensure that all of your Zone Troopers 
reach the other side of the chasm, leave no squad behind! 

■ I liifert I llikl h^lll I ibl 11 


Immediately follom up the artillery 
strike mith a Firehamk bombing run. 
Have them destroy all remaining anti- 
air defenses so they can mipe out the 
remaining Serin structures mith little 
resistance. Dnce your Firehamks clear 
the area, train an Engineer and move 
him across the chasm mith a V35 Dx 
Transport. Queue up a LUar Factory and 
an RR Battery mhile the Engineer is 
in transit, and once he touches domn, 
immediately order the Engineer to 
capture the Expansion Point near the 
giant blue Tiberium Field. 




n 


1 
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□nee captured, the Expansion Point 
provides you luith a bit of Ground 
Controi. immediateiy set doiun your 
Lllar Factory to the east and your RR 
Battery to the north, and queue up a 
host of Mammoth Tanks at the LUar 
Factory. Order your Firehauuks to return 
to their Rirfieids so you can outfit them 
Luith anti-air missiies, then station them 
above the biue Tiberium Fieid, ready to 
neutraiize any airborne threats to your 
neuj outpost. Construct a Refinery so 
you can begin harvesting biue Tiberium, 
foiioLued by a secondary LUar Factory 
so you can depioy Mammoths Luith aii 
speed. 

^IXijliiiaii III 


By this point, the Serin uuiii iikeiy 
have begun charging up their Rift 
Generator, luhich stands a bit further 
to the east, it takes a fuii seven 
minutes for this superiueapon to come 
oniine, and you must destroy it before 
that time comes or suffer the conse- 
quences. Send a feiu Mammoths 
to assauit the Rift Generator, Luhich 
is oniy defended by anti-air Piasma 
Missiie Batteries. 


Destroying the Rift Generator drauus 
the fuii ire of the Serin, luho quickiy 
send muitipie Pianetary Rssauit Carriers 
against your neiu outpost. Use your Fire- 
hauuks and Mammoths to dispatch these 
airborne brutes, pumping out additionai 
Mammoth Tanks throughout the assauit. 
Continue to fortify your outpost Luith RR 
Batteries, and just keep roiiing out those 
Mammoths. 


□nee your outpost is secure and you're 
flooding the battlefield uuith Mammoths, 
your task here in Rome becomes a 
simple matter. Send a Rig and a battalion 
of ten or more Mammoths rolling toLuard 
Serin’s Phase Generators, Luhich prevent 
you from obliterating the Touuer Luith an 
Ion Cannon strike. Rnnihilate all three 
Phase Generators in turn to enable the 
use of the Ion Cannon against the Toiiier. 
Rs you conduct this assault, build an Ion 
Cannon Control Center at your main base 
so that it charges up as you go. 


□nee all three Phase Generators 
have been destroyed, and once the Ion 
Cannon has been brought online, use the 
superiueapon against the Toiuer. Even a 
structure this massive can’t uuithstand 
the unleashed force of GDI’s mighty Ion 
Cannon. Dbliterate the Touuer to complete 
your primary objective; the uuorld is better 
off Luithout this frightening alien structure. 




II IIHII III 


If need be. use GDI's Shochwaue Artillery support power to temporarily shut 
down the Rift Generator and buy yourself some time. 


Build a Haruester from your 
secondary War Factory before you 
start constructiny mammoths; this 
greatly increases your inflow of blue 
Tiberium. ..... 








Ground Zero 



RIGHT AT TH£ HEART OF GROUND Z£RO IS A UNIOUE ALIEN STRUCTURE THAT GDI SCIENTISTS ARE CALLING THE 
CONTROL NODE. IT APPEARS TO BE CHANNELING TIBERIUM RADIATION TO THE ALIEN FORCES ALL ODER THE PLANET 
IF you CAN DESTROy THE CONTROL NODE, THERE IS A GOOD CHANCE THAT ALL OF THE ALIEN UNITS LULL CEASE 
FUNCTIONING AND THE INUASION MAS BE STOPPED DEAD IN ITS TRACKS. SET AGAIN, NOD FORCES HAUE 
ARRIUED AHEAD OF yOU AND TH£y APPEAR TO HAUE ENGAGED THE ALIENS. THE TUO SIDES ARE CURRENTUd 
FIGHTING ODER A CENTRAL HILL NEAR GROUND ZERO AND LULL LIKEUd USE THIS LOCATION TO STAGE ATTACKS OR 
CONSTRUCT SUPER UEAPONS. yOLLIJ. HAUE TO IMPROUISE. TRU CAPTURING ENEMU STRUCTURES FOR yOUR DUN 
USE. UilPE OUT THE NOD AND ALIEN FORCES THAT GET IN yOUR UAid. ALSO, BE ADUISED THAT U£ HAUE INTEL ON 
AN UNIDENTIFIED ALIEN ENTITU £N ROUTE TOUARD THE CONTROL NODE. 



[primaru Dbjectiues] 




1. Destroy the Alien Control Node 

2. Defeat the Nod forces 




[Bonus objectiues] 


1. Diuert the Alien mothership to the Nod 

base 

2. Capture an enemy superuieapon 


[ocquirable Intel] 




Alien touier destroyed! 
Alien Control Node 



[oreas Dfinterest] 




This is it: GDI's final shoLudoLun against 
the Serin and Nod. You need to act 
fast here at Ground Zero and you 
can’t afford to make any mistakes if 
you expect to save Earth from its tmo 
greatest foes. You begin luith nothing 
more than a Construction Yard, Crane, 
and a PoLuer Plant, along luith a 
handful of vehicle and infantry units. 
LUhile this isn’t much, it does give you 
tLuo construction queues to luork Luith 
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Next, construct another PoLuer Plant 
and LUar Factory. Set this second Lllar 
Factory north of your east Refinery and 
then queue up another six Predators 
there. Begin construction on a Command 
Center next, and once it’s in place, queue 
up a Tech Center. The moment you set 
doLun your Tech Center, begin research 
on Railgun upgrades for your tanks, 
and start construction on an Ion Cannon 
Control Center — access to a super- 
Lueapon luill come in handy later on. 

RIso, cancel all Predators you have in assembly at your LUar Factories, instead 
queuing up ten Mammoths at your eastern LUar Factory and three RPCs at your 
Luestern LUar Factory, folloLued by another ten Mammoths. 


Serin will attach your base from 
the west and Nod will assault you 
from the north. Group your initial 
units together and moue them about 
to repel the first few waves of 
attachers. 


queuing up tujo Refineries and tmo 
lUatchtoLuers. Place one Refinery to 
the Luest near the southern Tiberium 
Field, and set both LUatchtoiuers 
nearby to guard it from Serin assault 
groups. Place the second Refinery to 
the east near the blue Tiberium Field. 


Njbtei 
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A Serin Rift Generator stands just 
to the east of your base. Vou must 
neutralize this superweapon structure 
within the first seven minutes of the 
match or iril be used against you. 




Train three Engineers from your 
Barracks and load them into your 
RPCs, then order all of the tanks you’ve 
amassed at your mestern LUar Factory 
to move Luest, heading to assault the 
nearby Serin outpost mhere their Rift 
Generator is located. Move your Preda- 
tors and Mammoths close to the Rift 
Generator, and use them to keep the 
surrounding Serin forces occupied Luhile 
you slip your RPCs in behind them. Order 
your RPCs to unload all three of their 
Engineers right next to the Rift Generator, then quickly move these Engineers to 
capture the supermeapon structure. This completes the first bonus objective. 


III 


If you have spare Enyineers after capturing the Rift Generator, send them to 
capture the nearby Reactor and Entractor. 


Build tLuo PoLuer Plants next, along 
Luith another tmo LUatchtomers. Place 
the LUatchtomers to the north of your 
east Refinery to defend it from Nod 
attack parties. Once the Pomer Plants 
are in place, build a Barracks and a 
LUar Factory. Set the LUar Factory to 
the north of your mestern Refinery and 
place the Barracks somemhere nearby. 
Queue up six Predators at your LUar 
Factory. 



Rssemble another LUar Factory to place 
near your nemly captured Rift Generator: 
this gives your nearby armored units 
a place to receive repairs. RIso build a 
Refinery to begin reaping the surrounding 
Tiberium Fields — or if you captured the 
Extractor, simply build a Harvester or tmo 
from your nem LUar Factory. 
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Rs long as you have access to at 
least one supenueapon, simply focus 
on defending your base and neiuly 
captured outpost, building Mammoths 
to dominate the ground and Firehauuks 
to rule the skies. Lllhenever your Ion 
Cannon or captured Rift Generator is 
ready to use, employ these super- 
Lueapons against your foes. Their 
bases are your primary targets, but you 
may need to strike their superiueapon 
structures if you don’t have enough 
time to destroy these facilities Luith a 
direct Mammoth-based assault. 


Hotel 


IIHII III 


You should have a good-sized force of 
Predators and Mammoths near your east 
Lliar Factory by noLU. Group these units 
together and then send them north to 
assault tLuo Nod Disruption Tomers that 
are cloaking Nod’s base. If you do this 
quickly, you’ll divert an inbound Serin 
Mothership’s attention aiiiay from your 
base, causing it to assault the Nod base 
insteadi This has clear advantages and 
completes the mission’s second bonus 
objective. 


At this point, you receive a transmission from GDI command and gain the ability 
to use a devastating neuu superiueapon: the liquid Tiberium Bomb. This super- 
weapon will obliterate all units in the region — Serin, Nod, and GDI — completing 
the mission in short order, but at a verg heavg price. There are two separate 
endings to the GDI campaign, and your actions on the battlefield today determine 
which ending you'll arrive at. The choice is yours. Commander. 

• iillHlIwilit'tlM'^llfihlllt 



Serin mill soon deploy heavy capital 
marships against you, so the time has 
come to construct an Rirfield and build 
some Firehamks. Outfit these craft mith 
anti-air missiles and group them so you 
can quickly respond to any airborne 
threats. Shorn Serin’s air forces no 
mercy. 













Destroying Serin’s Control Node 
completely decimates their forces. It 
takes tmo direct supermeapon strikes 
to destroy the hardened structure. 
Obliterate the Control Node along 
mith Nod’s base to complete both 
primary objectives. Excellent mork. 
Commander: you’ve saved the planet 
from the critical threat posed by Nod 
and from a terrifying alien invasion all 
at once. The people of Earth are forever 
in your debt. 




■ 
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Hod Campaign 


Godilaril Space Center 


you UILL Be TAKING AN GLITG TEAM OF NOD'S BEST SHOCK TROOPS INTO GODDARD SPACE CENTER 
TO STAGE A LIGHTNING STRIKE ON THE GROUND CONTROL SUSTEMS FOR GDI'S ANTI-MISSILE 
DEFENSE SySTEMS. UITH A-SAT SidSTEMS OFFLINE, GDI ASSETS IN EARTH UILL BE ULILNERABLE 
TO A MISSILE ATTACK. yOUR RAID UILL START UITH THE BASE COMMAND POST: CAPTURE IT TO DISABLE 
THEIR COMMUNICATIONS. THAT UILL GIUE yOU A BO-MINUTE UINDOU TO DESTROU THE A-SAT CONTROL 
SySTEMS. 


[primaru Dbjectiues] 


[Bonus Dbjectiues] 


^ -y 


1. Destroy the uiall 

4. Destroy the primary Power Plants 

2. Capture the GDI Command Post. Do 

5. Destroy the Ground Control for GDI's 

not destroy it! 

n-SAT System 

3. Destroy the secondary Power 


Plants 


\ / 


1. Use these Shadouis to destroy the 
final Pouier Plant 
Capture the Reinforcement Bay 


[ocquirable Intel] 


Saboteur 

militants and Rocket Troopers 
The Brotherhood of Nod 
Fanatics 

Nod's place in the uiorld 
Ground Control for GDI's 0-SAT 
Systems 


[ureas of interest] 


1. Nod insertion point 

2. GDI Command Post 

3. GDI secondary Poiuer Plants 

4. GDI primary Pouier Plants 

5. Final GDI PoiAier Plant and Orbital Shield 

Control Center 



A 
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You’ve lost some of your Fanatics, 
but they’ve sacrificed themseives for 
a most Luorthy cause. Nolu order your 
Saboteur through the Luaii and into the 
GDi compound. Capture the nearby 
GDi Command Post to knock out their 
radar surveiiiance and compiete this 
mission’s first primary objective. 


ilod fanatics 


ft.’i 

IWr 


Unit cost: 800 
Time to train: 8 sec 


Fanatics are suicidai infantry 
units Luho are miiiing to make the 
uitimate sacrifice for the good of 
the Brotherhood. Their one and 
oniy method of attack consists 
of charging directiy at their prey, 
detonating the expiosive charges 
they’ve strapped to their Luaists 
Luhen they make contact. Though 
this suicide run is detrimentai to 
the Fantatics’ heaith, its effect on 
enemy vehicies and structures is 
truiy fearsome to behoid. 


The time has come for the Brotherhood 
of Nod to retaiiate against the fascist GDi 
regime. Begin by ordering your squad 
of Fanatics to attack the Luaii of the GDi 
compound to the east. Don’t iet them 
near the Guardian Cannon to the north as 
they go, and ieave your Saboteur safeiy 
at the insertion point untii the uuaii is 
destroyed. 




nod saboteur 





Unit cost: 500 
Time to train: 5 sec 


Saboteurs are comparabie to GDi 
Engineers. Though meaponiess, 
they’re abie to capture vaiuabie 
structures, repair ruined bridges, 
and reciaim the husks of faiien 
Luaiker units. Saboteurs can aiso 
rig certain civiiian structures and 
bridges luith proximity-detonated 
expiosive charges to catch the 
enemy off guard. 



Capturing the GDi Command Post 
not oniy prevents them from sending a 
distress caii, it aiso provides you Luith 
a radar vieuj of the entire surrounding 
compound. Your radar shoius that you’il 
need more forces to accompiish your 
mission here — fortunateiy, Carryaii 
transport ships soon arrive, depioying 
veteran-rank Fanatics, aiong mith 
veteran Miiitant Squads and veteran 
Miiitant Rocket Squads for you to use. 
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Unit ranhs are shown beside their 
health bars when selected. The more 
ranks a unit has. the more effectiue 
it is in battle. For complete details on 
unit ranhs. please refer to the Intro- 
duction portion of this guide. 
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nod militant squad 





Unit cost: 200 
Time to train: 2 sec 


Miiitant Squads are Nod’s basic 
infantry units — teams of nine mho 
strive to survive, mith nothing 
betmeen themseives and their 
enemy except their rapid-fire 
machineguns. Miiitant Squads are 
cheap to train, quick to depioy 
on the fieid, and very effective at 
combating other enemy infantry. 
They’ve iittie in the may of body 
armor, homever, and shouidn’t be 
sent against superior anti-infantry 
forces. 


nod militant Rochet squad 



Unit cost: MOO 
Time to train: ^ sec 


LUhen faced mith airborne or 
armored hostiies, your best choice 
of infantry is usuaiiy the Miiitant 
Rocket Squad. The shouider- 
mounted RPGs carried by these 
units are extremeiy accurate and 
pack a serious punch. Like Miiitant 
Squads, these units are inexpen- 
sive to train and quick to depioy. 
They’re aiso iightiy armored and 
mon’t iast iong under heavy anti- 
infantry fire, so try to keep them 
amay from the frontiines. 


(^jli nail III 


Carryalls continually deploy infantry 
units for you to use throughout this 
mission. If you're faced with supe- 
rior numbers, call in some reinforce- 
ments and turn the tables on GDI. 
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nod shadoui Team 


Unit cost: SOD 


Time to tram: S sec 


ShadoLU Teams are elite infantry 
units Luho can take to the skies using 
their incredible gliders. Rs their name 
implies, these units are stealthed, and 
therefore undetectable to the naked 
eye — only defense turrets and units 
mho have the ability to detect stealth 
can notice them. ULIhile airborne, 
Stealth Teams are unable to combat 
other units — but they are quite adept 
at combating enemy infantry mhile 
traveling on foot. Homever, the Stealth 
Team’s true pomer lies in their ability 
to destroy enemy structures; they can 
seriously damage any building mith 
their potent explosive charges. 


R gray-and-yellom supply crate 
lies on the ground just south of the 
secondary Pomer Plants. If any of 
your units are mounded, group them 
together and have them coiiect the 
crate to repienish their heaith. 


Group your units and send them 
northmest to engage a fern GDi 
Rifleman Squads. Lllipe them out mith 
your Miiitants, then order your men to 
fire on the nearby Barracks. Destroy 
the structure to stem the fiom of GDi 
infantry. 


Continue northmest to find tmo GDi 
Pomer Piants. Drder your Fanatics and 
Miiitant Rocket Squads to destroy both 
structures. This disabies the nearby 
GDi Lllatchtomers, mhich are abso- 
iuteiy iethai against infantry. This aiso 
compietes the third primary objective. 


Move your soidiers north and then 
mest, foiioming the road to reach the 
compound’s tmo primary Pomer Piants. 

Send your Fanatics in first to destroy 
the GDi RPC that guards the area, and 
if any Fanatics survive the assauit, 
order them to rush the nearby GDi LDar 
Factory. Move your Miiitants and Rocket 
Squads in aftermard as cieanup, and 
have them finish off the LUar Factory if 
need be. Dbiiterate the tmo Pomer Piants 
aftermard to shut domn the compound’s 
second pair of Lllatchtomers, compieting the fourth primary objective in the 
process. 


You’re given command of a veteran 
Shadom Team unit to heip you destroy 
the compound’s finai Pomer Piant. Seiect 
this unit, then ciick the Rctivate Giider 
icon in their Unit info panei to make them 
take flight. Send the Shadom Team fiying 
aiong the region’s eastern border to reach 
the northeast corner of the compound 
undetected. 


It can be difficult to keep track of all 
those reinforcements. Try periodically 
pressiny the hotkey to select all 
auailable combat forces on the map, 
then move them to your location. 
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It may help to destroy the remaining 
APCs in the compound before mouing 
gour Stealth Team about. Vour 
Fanatics and militant Rocket Squads 
are well suited to this task. 
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Always keep an eye out for supply crates. Hold your mouse cursor over one for a 
tool tip that tells you what the crate contains. , , , ..i,..,. 
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LUhile flying along the region's eastern 
edge, your ShadoLU Team notices a 
building of interest: a Reinforcement Bay 
Upon sighting this structure, a Sabo- 
teur is deployed near your captured GDI 
Command Post. Send your infantry units 
to eiiminate the Barracks and Rifieman 
Squads near the Reinforcement Bay, 
then order your Saboteur out to capture 
the building. 


Nolu it's time to finish the job you 
came here to do. Your Stealth Team 
should still be circling the skies at the 
northeast corner of the complex; fly 
them directly toLuard the PoLuer Plant, 
ordering them to land right nearby. 
Immediately click the Explosive 
Charge icon in their Unit Info panel 
and then click the PoLuer Plant to 
bloLU it up, cutting the poLuer supply 
to the surrounding defense turrets 
before they have a chance to round 
on your Shadom Team and rip them 
to shreds. This completes the second 
bonus objective. 


Capturing the Reinforcement Bay 
provides you Luith an army of infantry 
units, but nothing you haven't seen 
before. Still, there's strength in numbers, 
and it never hurts to have more of the 
faithful on your side. Capturing this struc- 
ture also completes this mission's bonus 
objective. 





You've handled yourself Luell so 
far. Commander. Nolu comes the 
fun part. Order every unit you have 
at your disposal to destroy the GDI 
Orbital Shield Control Center. Doing so 
compietes the fifth primary objective, 
along Luith the mission — the first of 
many successful strikes against the 
vile GDI oppressors. 


IIHII Hi 
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The Ulhite House 




AN ATTACK ON THE UHITe HOUSe IJILL SIMULTANeOUSLy DEAL A TERRIBLE BLOUI TO GDI MORALE AND 
SERUE AS A DISTRACTION FROM MORE IMPORTANT TARGETS. UE'UE INFILTRATED A STRIKE TEAM INTO 
DOUNTOUN DC AND THES ARE STANDING BS FOR SOUR ORDERS. TAKE COMMAND OF SOUR FORCE AND 
PROCEED UIITH UOUR MISSION. 



[priniaru Dbjectiues] 






1. Destroy the GDI Logistics Center 

2. Destroy the GDI forces guarding the 

Ulhite House 




[Bonus objectiues] 

.y 

1. Capture tuio Tiberium Spihes to fund 

this mission 

2. Capture tuio Tiberium Silos to fund this 

mission 

3. Destroy 5 On Transports 


[ocquirable Intel] 


Tiberium Spikes 
Hand of Nod 
Nod Ular Factory 


[Brens of interest] 
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nod nttach Bike 


Unit cost: 600 
Time to build: 6 sec 


The Rttack Bike is one of the 
fastest ground units in the game. 
Designed for quick scouting 
missions, this speedy vehicie 
can combat airborne hostiies 
quite effectiveiy mith its tracking 
missiies. Rttack Bikes Lueren’t buiit 
for direct combat, hoLuever; they’re 
iightiy armored and quick to buckie 
under anti-vehicle fire. Use Rttack 
Bikes to quickly learn the lay of the 
land, and to lure your enemies into 
cunning traps. 


nod Raider Buggy 


unit cost: MOO 
Time to build: M sec 


You have a good-size force as this 
mission opens, and an outpost 
capable of producing many more units, 
including infantry from your Hand 
of Nod and vehicles from your Lllar 
Factory. Begin by queuing up 20 Raider 
Buggies at your Lllar Factory and 
three Saboteurs at your Hand of Nod, 
folloLued by 20 Militant Rocket Squads. 


Fast and agile. Raider Buggies are 
designed to moiii doiiin infantry 
units luith their mounted heavy 
machinegun and pelt amay at 
sloLU-moving enemy aircraft. 

These versatile vehicles are 
cheap to build, and they can be 
assembled faster than any other 
Nod vehicle — it’s not uncommon 
for Nod commanders to flood the 
battlefield mith Raider Buggies in 
the early stages of a battle. Don’t 
expect their light armor plating to 
mithstand anti-vehicle attacks, 
homever; instead, use the Raider 
Buggy’s speed to your advantage 
and run circles around your foes, 
harassing them to no end. 


I Dll Hi 
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LDhile constructing nem units, send 
the tmo Rttack Bikes you mere provided 
north for a bit of recon. You’ll find that 
the Logistics Center isn’t particularly 
mell defended: only a fern GDI Rifleman 
Squads seem to be guarding it. They’ve 
got a Barracks to the mest, homever; that 
mill have to be your first target. 

^ijli iiHii III 


Send tmo of your Saboteurs to capture 
the Tiberium Spikes to the southeast and 
southmest of your outpost. This provides 
you mith a steady inflom of resources 
throughout this mission — it mill also 
satisfy the first bonus objective. 


Dnce you’ve assembled six or more 
Raider Buggies, send them north to 
assault the GDI forces you spied mith 
your Rttack Bikes. Have your Rocket 
Squads tag along to speed up the 
destruction of the GDI Barracks. 


Before leveling the Logistics Center 
near the Barracks, send out tmo more 
Saboteurs to capture the Tiberium Silos 
that flank the structure. Each one you 
capture gives you a one-time bonus of 
5,000 Tiberium to help you increase 
the strength of your forces. Capture 


If your Attach Bihes are fired upon by the Riflemen, order them bach to base. The 
Riflemen usually follouu. marchiny straight into your gang of Raider Buggies. 
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Don't lose heart if GDI manages to repel your initial assault force; you surely 


both Tiberium Silos to gain 10,000 Tibe- 
rium and complete the second bonus 
objective. 


Queue up several more Raider 
Buggies and a fem more Rocket 
Squads as you assault the GDI. Lllhen 
you’re ready, destroy the Logistics 
Center to complete your first primary 
objective. 


Lllaves of GDI V35 Dx transports peri- 
odically fly into range, attempting to 
deploy reinforcements to their endan- 
gered outpost. These airships are Lueakly 
armored and easy to destroy, so don’t 
let them touch ground. Blast them from 
the sky before they land to keep the 
momentum going in your favor. Dispatch 
five Dxen to complete the mission’s third 
bonus objective. 


Dnce you cripple the GDI base’s 
infantry and vehicle defenders, focus 
your firepouuer on their unit-producing 
structures, particularly the LUar Factory. It 
takes a mhile to destroy the LUar Factory, 
but the battle is practically over once you 
manage to do so. Your Raider Buggies 
can easily uulpe out any GDI infantry that 
emerge from their Barracks: their vehicles 
take a bit more effort. Keep up the pres- 
sure and level all structures mithin the 
GDI base to complete the second primary 
objective and secure the LUhite House for the Brotherhood of Nod. 


Nolu you’ve made an impression. 

GDI is quick to react to your incursion: 
they send several units doLun from their 
northern base to attack. Don’t mait for 
them to come to you: order your host 
of Raider Buggies and Rocket Squads 
north to assault their base, and queue 
up many more replacement units as 
you begin your attack. 


inflicted damage to their base during the attempt. Simply build up another gang 
of Raider Buggies and send them in to finish the joh. 
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Andrews Air force Base 



OUR TH£ATR£ COMMAND C£LL HAS ORD£R£D A COORDINATCD ATTACK ON ALL GDI AIR BAS£S IN THIS R£GION TO 
TAK£ OUT GOrS AIR SUPPORT. SOUR TARG£T IS ANDRCUS AIR FORC£ BAS£ IN UASHINGTON, DC. yOLI'LL TAK£ 
COMMAND OF A STRIK£ FORC£ N£AR TH£ BAS£ £NTRANC£. START BU CL£ARING ANU GDI TROOPS IN TH£ 
SURROUNDING AR£A, £STABLISH AN OUTPOST, AND TH£N INFILTRAT£ TH£ BAS£ ITS£LF. ONC£ yOU'R£ INSID£ 

TH£ BAS£, JOB ON£ IS TO D£STROy TH£ AIRFI£LDS US£D BS ORCA GROUND ATTACK AIRCRAFT. UOUR U£py PR£S- 
£NC£ INSID£ TH£ BAS£ UILL ALSO SHUT DOUN GDI'S US£ OF MILITARU AIRLIFT CAPABILITU. 



[primaru Dbjectiues] 




1. Destroy the tuuo Airfields at the rear of 

the air base 

2. Eliminate the GDI patrols and destroy 

the GDI outpost 

3. Disable the GDI defenses 

Destroy the Coinrol Tower ^ 


[Bonus objectiues] 


1. Capture two Tiberium Spikes to fund 
this mission 


[ocquirable Intel] 



I ureas of interest] 



1. Nod insertion point 

2. GDI outpost 

3. Tiberium Spike 

4. GDI defense yrid Power Plant 

4. GDI Control Tower 

5. GDI Airfields and outposts 

\ ^ 
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Hod Campaign 


You’re inserted into the GDi air base 
Luith a sizabie force of infantry and 
vehicies, but you'ii need additionai 
troops if you're to crippie GDi air 
support in the region. Begin by moving 
your combat forces Luest to iocate a 
smaii GDi outpost consisting of tmo 
Barracks and a PoLuer Piant. Destroy 
this outpost to make room for one 
of your OLun, compieting the second 
primary objective in the process. 


Send one Raider Buggy unit roiiing 
north for a bit of recon. Your Raider Buggy 
encounters heavy defenses north of the 
GDi outpost: severai GDi UJatchtoLuers and 
Guardian Cannons are stationed on a hiii, 
making it impossibie for your ground forces 
to progress. Return the Raider Buggy to 
your base, setting it near your Lllar Factory 
for repairs if need be. Then send the tmo 
Shadom Teams you're provided northmest, 
flying them over to the GDI Pomer Plant 
that stands atop the hill. 


IIHII III 


A fragile Fuel Depot stands between 
the two GDI Barrachs; order your mili- 
tant Rochet Squads to fire on it to 
obliterate tbe entire outpost in short 
order. 



Return your Shadom Teams to base, 
then order your battalions of Raider 
Buggies and Militant Rocket Squads to 
move north up the hill — you should have 
roughly 15 to 20 Raider Buggies and five 
to six Rocket Squads before moving out. 


Drder your Shadom Teams to land 
next to the Pomer Plant, then target 
the structure for destruction mith the 
Stealth Teams' Explosive Charge ability. 
Dbliterate the building to disable the 
surrounding GDI defense turrets, enabling 
your ground troops to progress. This 
completes the third primary objective. 


|Ji|liiiaii III 


Drcas may periodically anach your base during your assault, so irs best to 
leaue a few militant Rocket Squads behind to defend your outpost. Garrison 
these units inside the hangar-shaped buildings near your base to protect them 
from the Drcas' potent bombs. 




R Nod base is erected to the east 
shortly after you annihilate the GDI 
outpost. You nom have the ability to 
construct nem structures and vehicles, 
and to train infantry units. You’ll need 
capital to fund this incursion, homever; 
send your Saboteur to capture the 
Tiberium Spike that stands just north 
of your base, along mith a fern Raider 
Buggies to escort him there safely. 
Then queue up additional Raider 
Buggies and Militant Rocket Squads to 
strengthen your arms. 


* . I li . . I 


Rs your forces progress north, they 
discover the GDI air base's Control Tomer, 
mhich stands just north of the region's 
second Tiberium Spike. If you destroy the 
Control Tomer, GDI mill be unable to coor- 
dinate their air forces against you. Drder 
your Raider Buggies to Rttack Move up 
to the Control Tomer, and they’ll easily 
dispatch GDI’s defending infantry and 
Drca units. Move your Rocket Squads 
in right behind your Raider Buggies, 
ordering them to bombard the Control 
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ToLuer completing the fourth primary objective. Once the tomer is destroyed, 
use your Rocket Squads to level the nearby GDI structures, beginning Luith the 
Barracks and Rirfield. 


Let your Raider Buggies absorb the 
brunt of GDI’s counterattack mhile 
your Rocket Squads move through to 
dish out the heavy damage. Destroy 
both Rirfields to deal the final bloiu to 
Rndrems Rir Force Base and complete 
your first primary objective. 





nail III 



Cautioni 


IIBII III 


After you'ue destroyed the Control Tower and secured the area, send a Saboteur 
to capture the nearby Tiberium Spihe to increase your inflow of resources and 
complete this mission's bonus objectiue. ,.i. 



Drder your assault force to mork their 
Luay northLuest, obliterating each GDI unit 
and structure they encounter along the 
Luay. Your Raider Buggies should focus 
their fire on infantry first, folloLued by 
vehicles and GDI-garrisoned buildings. 
Your Rocket Squads should make hostile 
vehicles and structures their primary 
targets, but don’t let them move too close 
to anti-infantry fire if you can avoid it. 


Watch out for red-and-yellow fuel 
drums during your assault; they're 
entremely fragile and damage 
everything nearby when they blow. 
Try to use them to your advantage 
whenever possible by firing on them, 
particularlg the ones that sit near GDI 
structures. 


Hani|itoii Roads 



yOLrRG GOING TO S£IZ£ TH£ LARG£ST NAUAL BAS£ IN NORTH AM£RICA AND D£STROy ON£ OF GDFS AIRCRAFT 
CARRI£RS IN TH£ PROC£SS. WITH TH£ BROTH£RHOOD IN CONTROL OF HAMPTON ROADS, Ui£ CAN START BRINGING 
IN SUPPLI£S AND R£INFORC£M£NTS IN BULK TO F££D OUR GROULING OFF£NSIU£ IN THIS BLU£ ZON£. TH£ 

PLAN FOR THIS OP£RATION IS A MAST£RSTROK£. A COMMANDO HAS B££N SMUGGL£D INTO TH£ PORT UIA CARGO 
CONTAIN£R. US£ THIS £LIT£ TROOP TO TAK£ OUT A GDI AIRCRAFT CARRI£R AT ITS DOCK. ONC£ TH£ CARRI£R IS OUT 
OF TH£ FOLIATION, U£'LL S£ND IN SOM£ FORC£S TO H£LP yOU TAK£ TH£ R£ST OF TH£ PORT. ON£ FINAL NOT£: U£ 

ALSO SMUGGLFD IN A SABOTFUR BUT LOST CONTACT UITH HIM A FFU HOURS AGO. IF yOU CAN FIND HIM, PUT HIS 
TALFNTS TO USF. 



[primaru Dbjectiues] 


1. Destroy the GDI Aircraft Carrier 

2 . Destroy the GDI Port Authority 

Buildiny 




[ocquirable Intel] 



[Bonus objectiues] 


^ 

1. Find the lost Saboteur 

2 . Capture the GDI Command Post 


[nreas nf interest] 


1. Nod Commando insertion point 

2 . GDS Pathe (GDI aircraft carrier] 

3. GDI outpost 

4. Nod Saboteur 

5. GDI Command Post 

6. GDI Port Authority buildiny 
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Destroying the GDI Rircraft Carrier, the 
GDS Pathe, is critical to Nod’s success, 
but the area is heavily defended by 
a host of GDI infantry. Your one and 
only unit for this mission is a veteran 
Commando — Nod’s one-iuoman army. 
Begin by moving the Commando north, 
ordering her to open fire on the first fem 
Rifleman Squads she encounters. 
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Unit cost: 2,000 
Time to train: 20 sec 


The Commando is Nod's top- 
tier infantry unit. This eiite foot 
soidier has seen many giorious 
batties, and her tacticai experi- 
ence is second to none. R Nod 
Commando can easiiy eiiminate 
hostiie infantry units Luith her iaser 
rifie, but her real talent lies in her 
ability to destroy enemy structures 
and Lualker units mith her explosive 
charges — all she needs to do is 
get close enough to plant one. This 
task is simplified by the Comman- 
do's stealth field, mhich becomes 
active mhenever she remains 
immobile for a fem seconds. R 
Commando is a true benefit to 
Nod infantry: she increases their 
combat effectiveness just by 
standing nearby. 





Many more GDI infantry guard 
the docks to the north. Have your 
Commando garrison a nearby building 
so she can handle their superior 
numbers Luithout losing health. 


[CM|li ll■ll III 


There are Ueterancy Crates and 
Healing Crates nearby. Saue the 
Healing Crates until your Commando 
needs them, but haue her collect the 
Ueterancy Crates to quichly boost 
her ranh up to Heroic. 




Continue moving the Commando north 
toLuard the GD5 Rathe. Garrison her 
into the building that's directly south of 
the aircraft carrier so she can defeat 
the nearby infantry, then have her exit 
the structure and fire at the nearby fuel 
drums to quickly destroy a GDI Predator 
Tank and RPC. Finish off any other 
infantry in the immediate area. 


R GDI Commando guards the GD5 
Pathe. Though formidable, he's no match 
for your Heroic-rank Commando. Gun him 
doLun and then right-click the aircraft 
carrier to make your Commando move 
up and destroy it Luith an explosive 
charge. This completes the first primary 
objective. 
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Lilith the GD5 Pathe out of the Luay, 
the coast is ciear for Nod Carryaiis to 
fiy in and reinforce you uuith a hoard of 
Fanatics. Four Nod Venoms fiy into viem 
as Lueii. These forces give you enough 
firepoLuer to assault the GDI outpost 
to the south, but leave your Fanatics 
near the docks for noLU. Group up your 
Venoms and send them south, folloLued 
by your Commando. 


^piutioiii iiHii III 


Don't let any of your forces stray to the east; the GDI Port Authority buildiny is 
heavily defended hy anti-infantry and anti-aircraft turrets, and you're not ready to 
assault it just yet. , , i, 
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Unit cost: 700 
Time to build: 7 sec 


Venoms are Nod's fast-attack 
aircraft. Think of them as airborne 
Raider Buggies Luith the valuable 
ability to detect stealth. They come 
standard mith a heavy machinegun 
that’s Luell suited to cutting through 
infantry and other aircraft, but 
largely ineffective against luell- 
armored targets. Rs the Venom’s 
plating can’t Luithstand very much 
punishment, mise Commanders 
Luill make good use of their supe- 
rior speed to keep them out of 
harm’s may — and to harass their 
foes, luring them into vicious traps. 



Venoms automatically detect stealth, 
so they’re perfect for flushing out the 
hidden GDI Sniper Teams in the south 
half of the city, mhich pose a serious 
threat to your Commando. Rttack 
Move your Venoms south tomard the 
GDI outpost, mhich consists of tmo 
Pomer Plants and a Barracks. Drder 
your Commando to garrison buildings 
and support the Venoms as needed, 
but don’t let her dram too much fire. 
The only threats to your Venoms 

are GDI Missile Squads; have your aircraft eliminate these units mithout delay. 
Dnce you’ve thinned the outpost’s infantry defenders, simply leave your Venoms 
hovering overhead to slaughter any infantry that come from the Barracks, gaining 
veterancy credit as they do so. Don’t destroy the outpost until all four of your 
Venoms have attained Heroic rank. 



Lllhile your Venoms use the GDI 
outpost to rank up, move your 
Commando mest to locate a GDI 
Predator Tank and RPC parked near 
a collection of fuel drums. Fire on the 
fuel drums to obliterate these armored 
vehicles: doing so causes a nearby 
Saboteur to come out of hiding and join 
your forces. This completes the first 
bonus objective: move your Commando 
and Saboteur close to your Venoms 
again, garrisoning them inside a nearby 
building to keep them safe. 



Rfter maxing-out your Venoms’ veter- 
ancy ranks and destroying the GDI 
outpost, send your aircraft mest to 
locate yet another GDI outpost. This 
one features armored support and 
a Lllar Factory capable of producing 
additional vehicles, but still no 
stationary defense turrets. Eliminate 
the GDI Pitbulls and Missile Squads 
first, then concentrate fire on the Lllar 
Factory and Barracks to destroy them 
both in turn. Lilith their unit-produc- 
tion facilities in ashes, have your 
Venoms finish off the remaining GDI 
vehicles and infantry as you move 
your Commando, Saboteur, and host 
of Fanatics to take up position in the 
outpost’s smoldering remains. 
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□nee all of your forces are In posi- 
tion, move your Saboteur north to 
capture a GDI Command Post. This 
completes the second bonus objec- 
tive and grants you access to GDI’s 
□rca Strike support pouuer, luhich you 
can use against GDI’s OLun forces. Go 
ahead and target the Port Ruthority 
building uulth an Orca Strike — or 
anything else you uuant to bombard, for 
that matter. 


. IJITH GDI FORCCS ON TH£ ROPGS AND A FLOOD OF RGINFORCGMGNTS 
I POURING INTO OUR N£U BAS£ AT HAMPTON ROADS, TH£ 
BROTHGRHOOD IS NOU POIS£D TO TAK£ UASHINGTON, DC. 
you HAU£ B££N GIU£N TH£ HONOR OF STRIKING THIS BLOU. 

U£'U£ S£T UP A BAS£ ON TH£ OUTSKIRTS OF TH£ CITS AND U£'R£ 

NOU BRINGING IN SUPPLIGS. UOLI'LL NGGD TO BUILD AN ARMS, TAKG 
OUT THG GDI DGFGNDGRS, AND CLAIM THIS CITS FOR NOD. 



[primaruoiijectiues] 


^ 


[acquirable Intel] 


1. Destroy the primary GDI base 
/ 


[Bonus objectiues] 




Flame Uleapons 
Dase Defeases 

Refioery aod Haruestiny Operations 


1. Build a Shredder Turret base defense 
a. Build a Laser Turret base defense 
3. Destroy Tiberium Silos 


[areas of interest] 



You can just keep usjng the Drca 
Stnke to finjsh your mjssjon here, but 
it’ll take quite a Luhile, as the Orca 
Strike doesn’t have a huge impact 
against the hardened Port Ruthority 
building. For a much faster victory, 
simply order your large contingent 
of Fanatics to charge north from the 
captured GDI Command Post, initiating 
a suicide bombing run on the Port 
Ruthority building. You’ve more than 
enough Fanatics to level the building 
in short order; do so to complete your 
second and final primary objective, 
ensuring the dominance of Nod air 
forces in the Eastern United States. 





MtMl 



1. Nod base 

2. GDI outpost 

3. GDI Tiberium 

Silos 


4. Subujay Hub 

5. Subuiay 

Eotraoces 

6. GDI base 
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nod flame Tanh 


Unit cost: 1000 
Time to build: 10 sec 

Flame Tanks are medium-armored 
combat vehicles that excel at 
burning the flesh off their enemies 
Luith searing flame. Designed to 
reduce hostile infantry units and 
structures to ash, Flame Tanks are 
often found leading the charge of 
grand-scale assaults. Like Black 
Hand units, Flame Tanks can 
quickly clear buildings garrisoned 
by hostile forces, making them 


Rll previous roads have led us to this 
great pass — the time has come to strike 
a crippling bloiu against the fascist GDI 
scum Luho have poisoned the eastern 
U.5. for far too long. Your initial base 
leaves much to be desired, hoLuever; 
begin construction on a Lllar Factory 
immediately, then quickly assemble a 
Shredder Turret from the Support Struc- 
ture menu. Place the Shredder Turret’s 
hub unit mithin your base’s construction 
radius, and station its three “satellite” 
turrets about your outpost’s perimeter to Luard off GDI infantry. 


ideal for inner-city incursions. The 


;vUPi ■■■ii III 


Flame Tank’s tuuo largest uueak- 


Fortify your base luith at least one Shredder Turret and one Laser Turret to 
complete this mission's first two bonus objectiues. 

II iliii l4*i liiii inthli I ill II 



IIHII 111 


nesses lie in its lack of attack 
range and highly vulnerable back- 
side: don’t let the enemy flank 
these vehicles and aliuays issue 
the Backmard Move command 
luhen retreating them from combat. 


Nod defense turrets are made up of a hub unit and three "satellite^^ turrets. The 
hub unit can repair its satellites euen after they're destroyed^ but if the hub is 
eliminated, all of its turrets yo uuith it. Place satellite turrets in front of their hub 
unit to drauu your enemy's fire auuay from the hub. 

^ 1 1 I 1 1 1 i I n I 1 1 ■ I I I uJl 



It doesn’t take long for GDI to send 
Grenadier Squads to assault your 
base. Fortunately, your neiuly placed 
Shredder Turret and initial crem of 
infantry — Luhich includes a squadron 
of the Black Hand — luNI make short 
Luork of them. You also acquire rein- 
forcements during this fight; Carryalls 
deploy tLuo Flame Tanks to help you 
secure your base. Use everything at 
your disposal to crush the first Luave 
of invaders. 


llidllxtllnl 





Unit cost: 900 
Time to train: 9 sec 


Black Hands are elite infantry 
units mho honorably serve the 
Brotherhood by eradicating enemy 
infantry and structures mith their 
mighty flamethromers. These stal- 
mart units are incredibly effective 
against ground troops, but they 
must enter close range in order to 
bathe their enemies in their righ- 
teous flames — this can often spell 
their demise mhen anti-infantry 
vehicles are about. Fortunately, 
Black Hands are adept at smiftly 
clearing buildings garrisoned by 
hostile forces: this enables them 
to quickly find cover mhen enemy 
vehicles roll into viem. 



Rs soon as you’re able, build a Laser 
Turret and place it along your base’s 
northern perimeter to defend your 
Tiberium Field — enemy vehicles are 
inbound from the north. Construct an 
additional Laser and Shredder Turret to 
fortify your base against forthcoming 
GDI attack groups, then focus on 
building up an assault force of your 
omn. Begin by queuing up six Militant 
Rocket Squads. 
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Next, move your forces southeast to 
discover a pair of GDi Tiberium Siios. 

This brings up a neiu bonus objective: 
destroy every GDi Tiberium 5iio in the 
city to spread the giorious green crystais 
aii about in the name of the Brotherhood. 
Start Luith these tmo as you continue 
to train and construct neiu units to 
strengthen your raiding party. 


□nee your Lllar Factory is in piace, 
construct a Harvester, foiioLued by six 
Raider Buggies. Simuitaneousiy buiid 
an Operations Center so you may begin 
assembiing Fiame Tanks from your 
Lllar Factory — queue up six of those as 
soon as you’re abie. The Operations 
Center aiso aiioms you to train Biack 
Hands, but don’t bother — there are too 
many infantry-kiiiing RPCs patroiiing DC 
for Biack Hands to be of vaiue in this 


mission. 


Send your Fiame Tanks north to ciear 
out the many buiidings garrisoned by 
GDi infantry near your base. This uuiii 
aiioLU your iighter vehicies and infantry 
units to safeiy move from your outpost 
and expiore the city. Target buiidings 
that contain GDi Missile Squads first, 
as they pose the greatest threat to your 
Flame Tanks — Rifleman Squad gunfire 
does little damage to your armored 
strike force. 


Rfter clearing the garrisoned buildings, 
send your Rocket Squads and Raider 
Buggies to join up mith your Flame 
Tanks. Nolu move your entire force north 
to locate tiuo small GDI outposts not 
far from your base. These outposts are 
the staging grounds for GDI’s infantry 
assaults against you; order your Flame 
Tanks to assault the enemy infantry and 
ULiatchtoLuers, and direct your Rocket 
Squads to pound amay at any GDI vehi- 
cles that move to assist their troops — as 
alLuays, RPCs are your Rocket Squads’ #1 targets. Destroy these outposts after 
crippling their defenses, and queue up additional units to replace the ones you 
lost in the conflict as you do so. 


Nolu send your army rolling northiuest 
to find the next Tiberium Silo. Destroy 
it, then gather your troops and collect 
the nearby supply crates. Finally, after 
securing the area, train a Saboteur and 
send him to capture the Subiuay Hub 
building that’s just south of the Tibe- 
rium Silo; this grants you the ability to 
move troops through the many Subiuay 
Entrances in the city, alloLuing you to 
quickly deploy reinforcements to heated 
combat zones. 


Il■ll III 


Defense turrets consume lots of 
power. Keep an eye on your power 
consumption and build Power Plants 
as needed, placiny them at the south 
end of your base. If you enceed your 
base's power output, use Power mode 
to shut down non-uital structures and 
free up power for your turrets. 


There are seueral other supply crates in this section of the city; keep a lookout 
for them. 







You’ve noLii secured the majority of the 
city; the time has come to cure this place 
of the GDI plague. Send your entire force 
north to locate a GDI Lllar Factory and 
the remaining Tiberium Silo storehouse: 
destroy both structures Luith your supe- 
rior arms. 


tidal mave. Let your Flame Tanks lead 
the Luay, melting domn all UJatchtoLuers 
they encounter so your Rocket Squads 
can bombard key structural targets 
Luithout fear of being torn apart. Your 
Raider Buggies are there for support; 
order them to Rttack Move through the 
base, firing on all GDI soldiers that rush 
to take up arms. Rnnihilate the GDI pres- 
ence to complete your primary objective 
and purify the city in the name of Nod. 


Amazon Desert 




THE BROTHeRHOOD HAD TIJO SeCRET LABS IJORKING ON NEHT-GeNERATION TIBERIUM UEAPONS RESEARCH. THE 
MAIN LAB IN NORTH AFRICA UAS RECENTUd CAPTURED Bid GDI. THE REMAINING LAB IS LOCATED IN BRAZIL, 

IN A STRETCH OF DESOLATE TERRAIN CALLED THE AMAZON DESERT. GDI HAS TUO FORUARD BASES AND A 
LARGE ARM!d IN THE REGION, AND THE!d ARE MOUNTING ATTACKS ON THE SMALL DEFENSIUE FORCE UE HAUE 
DEPLO!dED AROUND THE LAB. !dOU NEED TO DEFEND THE LAB AGAINST GDI FORCES UNTIL !dOU CAN BUILD UP AN 
ARM!d OF yOiJR DUN. THEN TAKE THE FIGHT TO GDI AND KNOCK OUT THEIR BASES. THE LAB FACILITU MUST BE KEPT 
INTACT AT ALL COSTS. 





[primaru objectiues] 


1. Protect the Nod Lab 

2. Eliminate the GDI EKpansion Base to 

the north 

3. Destroy the GDI Construction Vard, 

Command Post and Refinery 

— S / 


[Bonus Objectiues] 




1. Capture the Reinforcement Bay 


I acquirable Intel] 


Disruption ToiAier 
Calliny for Transport 


[ureas of interest] 


1. Nod outpost and Research Lab 

2. GDI eupansion base 

3. Blue Tiberium Field 

4. Reinforcement Bay 

5. GDI main base 
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Send your initial Black Hand 
squadron to garrison the long dome- 
shaped buildings at the north end of 
your basej they'll toast any infantry 
that moue too close. 

I . ( 111 
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Don't waste resources on huilding 
SAIYI Turrets just yet; GDI aircraft 
won't assault your base until after 
you destroy their northern outpost. 


GDI has caught Luind of Kane’s efforts 
to construct a neiii breed of Tiberium 
Lueapon, and they're closing in on his 
final Research Lab. The situation is 
quite grim: the Nod base surrounding 
the Research Lab has sustained heavy 
damage, and GDI assault forces are 
flooding in from the north. Begin this 
mission by constructing a Laser Turret 
and assembling a Harvester, then enter 
Repair Mode ( |Page Down| ) and start 
undoing the damage GDi has inflicted 
on your base’s northern defense 
turrets. 

^ijii iiHii III 


GDI's forward base is positioned 
to the north, so concentrate your 
efforts on repairing and fortifying the 




Lilith tiuo Laser Turrets and a Shredder Turret defending your base’s northern 
trail, nothing’s going to get through. Continue to use Repair Mode to keep your 
turrets running, repairing other structures mhen the chance permits. Dnce your 
base Is In good shape, construct a Secret Shrine and a Tech Lab, then research 
the upgrades available to you at these facilities. (The only upgrade you need to 
research at the Tech Lab is the Laser Capacitors.) Rfter that, build an Rlr Toiiier 
and queue up 20 Venoms. 


north side of your base. 

k ... '1.^.. I. ..I >..i. ..I. ..I 
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Place the Laser Turret In close prox- 
imity to the one that stands at the 
north end of your base, effectively 
doubling your outpost’s antl-vehicle 
defense capabilities. RfterLuard, queue 
up six Raider Buggies from your Lllar 
Factory to use against GDI Infantry 
Luhile you construct a Shredder Turret 
to set at the north end of your base 
as Luell. 


Now that you'ue built an Air Tower, you're able to call in Carryalls to transport 
your ground forces through the air. dropping them off at nearly any location on 
the map. This can help you stage surprise assaults, but be careful: Carrgalls are 
eutremely fragile and shouldn't be flown anywhere near anti-air defenses. 

. I U. .t.— I... I.... 


To help you assault this Imposing stronghold. Nod command sends reinforce- 
ments: four Scorpion Tanks are deployed via Carryall at your main base. You may 
noLU construct additional Scorpion tanks from your Lllar Factory as Luell; go ahead 
and queue some up. 

Send your fleet of Venoms north to obliterate the GDI fonuard base. Have them 
tear through any anti-aircraft units they encounter — such as RPCs and Missile 
Squads — then focus their fire on the outpost’s Barracks and Lllar Factory. Don’t 
destroy the Refinery just yet; things reaily heat up mhen you mipe out this outpost, 
and there’s no point in moving formard too quickly. Simply cripple the base, sparing 
only the Refinery from your mrath. 

Call up the Support Structure menu and assemble 
an Emissary vehicle. Send this unit north tomard 
the nom-smoldering GDI outpost. Lllhen It arrives, 
click the Unpack icon in the Emissary’s Unit Info 
panel: the Emissary then sets domn and begins 
to transform itself Into a formard outpost. Dnce the 
transformation Is complete, you’re able to erect 
structures and establish an auxiliary base. 
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feel free to queue up another 20 Uenoms while you establish your new outpost; 
it certainly can't hurt. In fact, at this point, you're free to fortify your base and 
construct as many units as you lihe, so don't hold bach. 


0^ 

COM MAM D 
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Lilith all the prep Luork you’ve done, 
you should have little trouble oblit- 
erating the GDI presence here in the 
desert. Send maves of units to assault 
them — if you start mith the southeast 
corner of the map, you can secure 
a large blue Tiberium Field. Raider 
Buggies, Flame Tanks, and Venoms 
are ideal for clearing out this area, as 
you’ll primarily encounter GDI infantry 
that have garrisoned the surrounding 
buildings. 


Build a Refinery and set it close 
to the Tiberium Field near your neiu 
outpost. Nolu you’ve got a fresh supply 
of resources. Set Laser Turrets and 
Shredder Turrets about your outpost’s 
eastern border next, fortifying the area 
against forthcoming GDI incursions. 

Place Disruption Tomers to conceal 
your outpost as Luell. RfterLuard, place a 
Shredder Turret at the east side of your 
main base, right near the Laser Turret 
that’s already stationed there. Then begin 
setting SRM Turrets about your bases to mard off any GDI aircraft that might try an 
attack run in the future. 


■ klllJlIlLllMAlt.llijlilkl 



LDhen you’re ready to move on Luith 
the mission, order your Venoms to 
destroy the GDI Refinery you’ve so 
kindly spared. This completes the 
second primary objective, and your 
radar opens up, providing you Luith 
a vieuj of the massive GDI base to 
the east. 


IIHSni1MII»l 





Unit cost: BOO 
Time to build: S sec 


This lightly armored tank moves 
about the battlefield mith surprising 
speed and packs a tremendous 
punch against hostile vehicles 
and structures. Homever, it’s not 
mell suited to combating enemy 
infantry (unless it rolls over them) 
and completely incapable of firing 
on airborne threats. Scorpion 
Tanks can be churned out at an 
alarming rate from the LUar Factory, 
and many Commanders mill send 
large battalions of them to assault 
enemy bases, destroying key 
structural targets to simplify their 
imminent full-scale assault. 



Just north of the blue Tiberium Field 
is the sole bonus objective: seizing the 
Reinforcement Bay. Train up a Saboteur 
and send him east to claim it (be sure 
to send some back up mith him if the 
area isn’t completely secure yet.) From 
this structure you can then construct 
a third base by sending along another 
Emissary. 


n 
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Blue Tiberium is twice as potent as 
the green form of the crystal, making 
euery harvester's load worth double 
the resources. 
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^If the GDI destrog the bridges that ^ 
lead to their base, send a Saboteur 
to capture the tower near the bridge 
and repair it. 



Lllhen assaulting the main GDI base, 
a sound strategy is to send a fleet of 
Venoms in first to destroy its Guardian 
Cannons. Doing so alloLus your Scor- 
pion and Flame Tanks to overrun the 
base: use them to destroy their RR 
Batteries. LUith their turret defenses 
doLun, a Commander of your talents 
should have little trouble overiuhelming 
the GDI LUith endless Luaves of Venoms 
and vehicles. Crush the GDI base to 
complete your first and third primary 
objectives, ensuring the safety of 
Kane’s precious Research Lab. 


Atlantic Coast 







THE TIBERIUM UEAPON COMPONENTS FROM THE AMAZON DESERT LAB MUST 
BE AIRQFTED TO TEMPLE PRIME IMMEDIATEUil. UNFORTUNATEUil, GDI IS 
USING MASSIUE ARTILLERU EMPLACEMENTS NEAR THE COAST TO 
THE EUACUATION ROUTES TO UOUR LANDING ZONES. UOUR JOB IS TO 
TAKE OUT THESE BIG GUNS AS OUICKUil AS POSSIBLE. yOU'UE ESTAB- 
LISHED A FORUARD BASE NEAR THE FIRST EMPLACEMENT AND UOUR 
FORCES ARE AUAITING UOUR COMMAND. TUO UERTIGO STEALTH BOMBERS 
HAUE BEEN ASSIGNED TO UOU TO HELP COMPLETE THIS MISSION. 







[primaru Dbjectiues] 


[Bonus Dbjectiues] 




1. Destroy the GDI Artillery 

Emplacement 

2. Destroy the GDI Artillery 

Emplacement to the south 

3. Destroy the GDI Artillery 

Emplacement in the northeast 




1. Destroy the GDI Construction Vard 

2. Eliminate the GDI Aircraft Carrier 

3. Destroy the Riy before it can reach the 

Artillery Emplacement 




[oreas of interest] 




I 
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[ncquirable Intel] 


/ 

1. Nod outpost 

-y 


2. First GDI Artillery Emplacement 

■ Uertiyo Oomber 


3. Glue Tiberium Field 

■ Calliny for Transport 


4. GDI base 

■ The Guns of the Amazon 


5. Second GDI Artillery Emplacement 

Stealth Tanh 


6. GDI Aircraft Carrier 

.7. Third GDI Artillery Emplacement J 
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Depending on how long gou sat and 



Three GDI Rrtillery Emplacements near 
the Rtlantic coast must be destroyed 
before Kane's TIberlum Lueapon compo- 
nents can be safely transported to 
Temple Prime. The first of these massive 
artillery tomers stands just north of your 
outpost, but there’s no rush to destroy it. 

Instead, spend some time fortifying the 
north side of your base uulth additional 
Laser and Shredder Turrets, and If you 
really mant to gain an advantage, build 
up a fleet of eight Vertigo Bombers by 
constructing an additional RlrToiuer, folloLued by 30 to MO Venoms and 20 to 30 
Scorpion Tanks. 


built up your forces, you might be 
able to cut straight through and 
wipe out the two remaining Artillery 
Emplacements with your Uenoms 
and Uertiyos. If you're after the easy 
win. go ahead and do just that. 
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Vou'ue two Tiberium Fields near your base; construct a second Refinery to speed 
up the haruesting process. 


MdueniyiBiiilief 





Unit cost: 1,800 
Time to build: 18 sec 


The Vertigo Bomber Is Nod’s heavy 
assault aircraft. Designed to level 
enemy structures uulth Its potent 
alr-to-surface explosives. Vertigo 
Bombers also have the advantage 
of stealth, mhlch greatly enhances 
their ability to stage devas- 
tating assaults on enemy bases. 
Though the Vertigo Bomber uuasn’t 
designed to combat other aircraft, a 
machinegun turret Is mounted to Its 
rear to discourage airborne hostlles 
from hunting It domn. Vertigos can 
carry only one potent bomb at a 
time and must land at an RlrTouuer 


to reload and repair. 
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Lllhen you’re ready, send your 
Vertigos out to destroy the first GDI 
Rrtillery Emplacement, completing the 
first primary objective. Everything goes 
pear-shaped after that; GDI vehicles and 
Infantry start assaulting your base from 
the north, and they upgrade the bases 
that surround their tuuo remaining Rrtll- 
lery Emplacements uulth RR Batteries, 
Drcas (to detect your stealthed units), 
and FIrehauuks (to blast your aircraft from 
the sky). Dn the bright side. Nod sends 
you reinforcements In the form of Rttack 
Bikes, Venoms, and Stealth Tanks to 
help you accomplish your mission. 


Stealth Tanks are quick-assault 
vehicles designed to hammer 
armored vehicles and aircraft uulth 
their long-range projectile explo- 
sives. Houuever, a Stealth Tank’s 
armor uuon’t stand up to direct 
antl-vehicle bombardments, and 
Commanders uuho don’t knouu houu 
to use them uulll often litter the 
battlefield uuith their smoldering 
shrapnel. Rs their name Implies, 
Stealth Tanks are completely Invis- 
ible to the naked eye uuhen they 
remain docile and motionless — but 
their presence Is knouun to all 
uuhen they begin to move or open 
fire. This ability aliouus Steaith 
Tanks to strike from unexpected 
angles, making them Ideal for 
ambushes, and fantastic foruuard 
outpost defenders. 

k. A 



Vou're able to construct Stealth Tanks from the UJar Factory after your reinforce- 
ments arriuej queue some up before proceediny uuith your assault. 
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Lllhlle there are many different uuays 
for you to carry out your mission from 
this point onuuard. It’s usually best to 
put a stop to GDI’s assaults on your 
base, and to pave the uuay for an auxil- 
iary base of your ouun. Begin by sending 
your massive force of Scorpions and 
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Secure the area near the blue Tibe- 
rium Field, then send an Emissary 
vehicle to set up an outpost there, Luith 
an escort of Venoms to protect it. Make 
establishing an outpost at this site 
your top priority — station the majority 
of your forces here to defend the area 
until you've constructed a Refinery and 
a Lllar Factory, then queue up some 
Stealth Tanks and leave a handful of 
Venoms to keep the place secure. 



□nee your auxiliary outpost is up and 
running, order your host of Venoms 
to assault the GDI base that lies a 
short distance to the southmest. This 
base is entirely geared toLuard anti- 
armor defense, alloiuing your fleet of 
Venoms to easily trash the place. LIlipe 
out their anti-air units, then eliminate 
their Construction Yard to halt their 
production capability and complete the 
first bonus objective. Target their unit- 
producing structures next, then simply 
level the rest of the base. 


If you don't have quite enough Uenoms to tahe down the whole base, have them 
destroy the Guardian Cannons on its southeast side, then roll in your Scorpion 



Destroying the central GDI base seri- 
ously compromises their hold on the 
region: nearly all of their armor units are 
produced there. Nolu it’s time to lash 
out at their southeast Rrtillery Emplace- 
ment. Send a fleet of Venoms to scout 
the defenses stationed near the struc- 
ture, and you’ll see that all of their RR 
Batteries are Luithout poLuer — yet another 
advantage of leveling GDI’s central base. 

□rder your Venoms to open fire on any 
anti-air units lingering about as you send 
your Vertigo Bombers to make a run on the Rrtillery Emplacement. Destroy the 
structure to complete the third primary objective. 



Next, send your Vertigos southeast to 
find a GDI Rircraft Carrier. Sink the mighty 
vessel to complete the second bonus 
objective and cut off some of their air 
support options. 



Your final task is to destroy GDI’s 
third Rrtillery Emplacement, mhich is 
stationed at the northeast corner of the 
region. Rgain, your efforts in obliter- 
ating the central GDI base have earned 
you a boon: all of the defense turrets 
surrounding this Rrtillery Emplacement 
are Luithout poLuer. There are many 
anti-air units in the surrounding hills, 
hoLuever; keep them occupied mith your 
Venoms Luhile your Vertigos make their 
final bombing run. Rnnihilate the struc- 
ture to complete the third primary objective and clear the may for Kane’s Tiberium 
meapon components to reach Temple Prime. 
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. GDFS RAID ON OUR PRIMARU NORTH AFRICAN UFAPONS LAB CONTINUFS TO MAKF LIFF DIFFICULT FOR US. THF 
.TRANSPORT CARRUING THF UFAPONS COMPONFNTS FROM THF BACKUP LAB IN BRAZIL HAS BFFN SHOT DOUN IN 
SLOUFNIA. NOD TROOPS RFCOUFRFD THF COMPONFNTS AND UFRF ABOUT TO TAKF THFM TO A NFARBU NOD B^^ 
UIHFN THFU UFRF ATTACKFD BU GDI. NOU IFS UP TO UOU. USF AN FLITF COMMANDO TO INFILTRATF THF ARFA, 

FIND THF CRASH SITF, AND SFCURF THF UFAPON COMPONFNTS. UF'LL FUd IN SOMF RFINFORCFMFNTS AT THAT 
POINT. THFN FSCORT THF TRANSPORT TO THF BASF AND RFSTORF THF FACILITU TO UORKING ORDFR. GDI HAS A 
LARGF FORCF IN THF ARFA, SO UOLLPF GOING TO GFT HIT HARD. UOU NFFD TO HOLD OUT UNTIL UF CAN GFT UOU 
HFAUy ARMOR THAT UOU CAN USF TO BRFAK THROUGH THF GDI CORDON AND FSCORT THF UFAPON COMPONFNTS 
TO TFMPLF PRIMF. 



y/ 



[Primary Ddjectiues] 

1. Inuestigate the crash site 
a. Escort the deuice into the Nod 
encampment 

3. Protect the deuice until the Auatar 


Ularmechs arriue 

4. moue the deuice to the euacuation 



[Bonus Dbjectiues] 


1. Destroy the anti-air guns to obtain 

reinforcements 

2. Build and maintain three Obelisks of 

Light 

3. Upgrade an Auatar Ularmech 


IdcquiroBle Intel] 



[oreas ofinterest] 


.y 

1. Nod Commando insertion point 

а. GDI AD Batteries 

3. Liquid Tiberium deuice crash site 

4. Abandoned Nod base 

5. GDI outposts 

б. Liquid Tiberium deuice euacuation 

^ point 


/ 
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□nee you've destroyed both RR 
Batteries, a Carryall flies in and 
depioys tmo Miiitant Rocket Squads 
to heip you combat armored threats. 


You face a steady stream of GDi 
infantry as you move your troops mest. 
These units are being generated from the 
Barracks just ahead. Fight your may to 
the Barracks, then fire on the surrounding 
fuei drums to quickiy destroy the struc- 
ture, stemming the tide of GDi infantry. 
Eiiminate the RR Batteries aftermard to 
ciear the may for another Carryaii that 
drops off a squad of Fanatics. 


GDi has heavy anti-air defenses in 
Siovenia, mhich are preventing Nod 
Carryaiis from suppiying reinforce- 
ments to this region. Fortunateiy, a 
Nod Commando has managed to siip 
into the area undetected. Begin by 
ordering your Commando to attack the 
Rifleman Squads mho defend the tmo 
nearby RR Batteries. Rfter securing 
the area, destroy the RR Batteries mith 
the Commando’s expiosive charges to 
ciear the may for the Carryaiis. 




■ ll■ll III 


Nom send your strike team south 
and then east, iooping around the area. 
You soon discover another pair of RR 
Batteries. Rgain, fire on the nearby fuel 
drums to quickly mipe out GDI resis- 
tance, and once the area is ciear, finish 
off the RR Batteries to acquire more 
reinforcements in the form of tmo Steaith 
Teams. Destroying these iast tmo RR 
Batteries aiso compietes the mission’s 
first bonus objective. 


Move your strike team north to find a 
Veterancy Crate and another Heaiing 
Crate. Coiiect the Veterancy Crate to 
increase your troops’ ranks by one, then 
quickiy send your team mest. 


niDtei 


IIHII III 


^tei III 


Ml III 


Hotel 


mil III 


Tmo GDi Pomer Piants stand on a smaii 
hiii to the mest. Have your Commando 
fire on the fuel drums near these struc- 
tures to obliterate them, aiong mith any 
nearby GDi units. Continue moving your 
team mest aftermard. 


With so many Riflemen in the area, it's tough to heep your militant Rochet 
Squads alive. Do the best you can but don't worry too much if they don't last 
long; your Commando is far more valuable. 

^ , I I .. . i:yvi . I. . .Ii . j 


^^UtiOHi iiHii III 


GDI infantry and APCs quichly storm 
in from the north. Target the fuel 
drums near the AA Batteries to 
destroy these threats in short order. 
There are many other fuel drums in 
this region, so heep this tactic in 
mind for future use. 

I ■ I • i I I I I I s • I I 1 j I • IJJ lL 


Don't destroy fuel drums just for the fun of it; save as many as you can to use 
against APC patrols. 


There's a Healing Crate near the first 
pair of AA Batteries, and many more 
scattered about this portion of the 
region. Don't let them go to waste. 

. . . 1 1 . . I . . . tl I U . . • I . . , F I » 


There are more Ueterancy Crates in 
the area. Keep an ege out for them. 

■ I I t F I I I f k. I 4 t I I 4 1 I I I ; I I I I 
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mil III 


Vour shadow Teams can fly ouer and grab the four money Crates behind the 
southernmost ridge. These crates are guarded by GDI Grenadiers though^ so use 
caution. 



Nolu that youVe pillaged this area and 
built up a respectable strike force, send 
your units mest, heading toLuard the 
crash site Luhere Kane’s Liquid Tiberium 
Lueapon components are located. Quickly 
gun doLun the tmo GDI Engineers mho 
are busy inspecting the Liquid Tiberium 
Transport truck; this completes the first 
primary objective and prompts a fern 
Carryalls to fly in, deploying several 
units of Militant Squads, Militant Rocket 
Squads, and fearsome Black Hand 
infantry units to strengthen your arms, immediately send these nem recruits 
north to combat the host of GDI infantry that pour in to attack. Rs your forces cut 
through the GDI ground troops, quickly order the Liquid Tiberium Transport truck to 
follom right behind them. 



Waste no time mouing the Liquid Tiberium Transport truck north; U35 Oh trans- 
ports soon deploy additional GDI units to the south, and you don't want them 
catching up to the fragile transport. 

i . I I I I I . I I I . U 



The GDI infantry stem from an aban- 
doned Nod base to the northeast. Push 
your forces into the base and secure it by 
eliminating all GDI hostiles in the vicinity. 

Have your Commando obliterate the 
formidable GDI Battle Base mith an explo- 
sive charge. Dnce you’ve secured the 
base, all of its resources become yours 
to utilize — and once the Liquid Tiberium 
Transport truck arrives, you complete 
your second primary objective. Kane then 
sends you a transmission, informing you 
that a detachment of heavy Nod Rvatar Lllarmechs are inbound to help you defend 
his Liquid Tiberium device and annihilate the GDI presence in the region. 


You’ve got a lot of resources to drauu 
upon, so Luaste no time in fortifying your 
neiij base against Luaves of inbound GDI 
infantry and vehicles. Begin by queuing 
up 10 Raider Buggies at your Lllar Factory. 
You’ve got tmo structure production queues 
to Luork Luith, so begin assembling a 
second Lllar Factory and a PoLuer Plant. 

Rs soon as your secondary Lllar Factory 
is in place, queue up 10 Scorpion Tanks. 
RIso begin construction on tmo Dbelisks of 
Light: these advanced base defenses can 
quickly obliterate even the toughest infantry 
and armored units. Focus on fortifying the 
north and Luest sides of your base, Luhere 
the vast majority of GDI assault forces Luill 
strike. Begin repairs on all damaged build- 
ings in your base as Luell. 


^ijii ll■ll III 




GDI’s assault groups become more and 
more fierce, eventually pitting you against 
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formidable Predator and Mammoth Tanks. 
Your Obelisks of Light are a great help in 
defending against these armored threats; 
be sure to station at least tmo of them to 
the north and tmo more to the iiiest, and 
strive to keep them in good repair. The 
moment you build three Obelisks, you 
complete the mission’s second bonus 
objective. HoLuever, don’t hesitate to build 
several more Obelisks to bolster your 
defenses at every entrance. 



onto itself: this act destroys the pillaged vehicle, homever. If these colossal 
Lualkers have a Lueakness, it lies in their inability to defend themselves 
against airborne threats — keep this in mind Luhen deploying them to the field 
and alLuays protect them Luith some form of anti-air support. 



■ IIHII III 


Use an Auatar Ularmech's Commandeer Technology ability to sacrifice a Nod 

uehicle for the benefit of increasing the Auatar's combat prowess. Doing so also 

completes this mission's third bonus objectiue. Auatars can commandeer the 

following technology from Nod uehicles: 

flamethrower from a Flame Tank 

mobile Stealth Generator from a Stealth Tank 

Stealth Detection from an Attack Bike 

Secondary laser from a Beam Cannon (not yet auailable at this point in the Campaign] 


Eventually, a trio of Rvatar LUarmechs 
trudges into your base from the east. 
You then gain control of these massive 
Lualkers, along Luith the ability to 
assemble more at your LDar Factories. 
You’ll definitely mant to do so, as these 
are by far Nod’s heaviest assault vehi- 
cles. Queue up several more Rvatars 
at both Lllar Factories in preparation 
for your forthcoming trek through a GDI 
base to the north, Luhich stands in the 
Luay of the Liquid Tiberium device’s 
evacuation point. 


MdllNtaiiiiiiKn 




Unit cost: 3,000 
Time to build: 30 sec 


The Rvatar LUarmech is the very 
embodiment of Nod’s boundless 
poLuer and mrath. Designed to 
crush all mho oppose the mill of 
the Brotherhood, this massive 
malker unit strikes fear into the 
hearts of the unfaithful just by 
stomping onto the battlefield. 
Rvatar LUarmechs can demolish 
hostile vehicles mith frightening 
speed and level enemy structures 
in short order. Rs if their initial fire- 
pomer meren’t enough, an Rvatar 
LUarmech can tear the primary 
meapon off a variety of Nod 
vehicles and install these devices 



LUhile assembling Rvatars, send all of 
your Scorpion Tanks rolling mest to strike 
at a small GDI outpost on a hill. Dbliterate 
the outpost to bring a stop to GDI assaults 
against the mest side of your base, then bring 
your Scorpions back to your LUar Factories for 
repairs. 

You soon receive a marning of a large 
unknomn force heading tomard your base. 
Group your Rvatars together and send them 
east to confront a battalion of inbound GDI 
Juggernauts. Destroy all of these malker 
units, then move your Rvatars and Scorpions 
northeast to assault another GDI outpost on 
a nearby hill. LUhile your armored units crush 
the GDI outpost, train Saboteurs to capture 
the fallen husks of the GDI Juggernauts you 
recently destroyed, adding their impressive 
artillery firepomer to your arsenal. 



Return your Rvatars, Scorpions, and nemly 
captured Juggernauts to base for repairs. 

Rftermard, send all of your combat units 
north to clear the path that leads to the Liquid 
Tiberium device extraction point. There are 
tmo more GDI outposts for your forces to 
dismantle along the path; one stands to the 
northeast, and the other to the northmest. 

Decimate both outposts and clear the entire 
area of GDI forces before moving the fragile 
Liquid Tiberium Transport truck north tomard 
the extraction point, completing your final primary objective mhen it reaches the 
north-most road. ULIell done. Commander: Kane mill be pleased mith your efforts 
here in Slovenia. 



lllll■llll ■iiitigi 
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Sarajeuo 






, JOB ONe IS TO ESCORT THE WEAPON COMPONENTS FROM BRAZIL TO TEMPLE PRIME SO KANE CAN FINISH HIS WORK 
ON THE LIQUID TIBERIUM DEUICE. THIS MISSION WILL BE TRICKS BECAUSE GDI HAS A LARGE FORCE IN THE AREA 
PREPARING FOR AN ASSAULT ON THE TEMPLE. SOUR ROUTE BACK RUNS RIGHT THROUGH A MASSIUE GDI FORWARD 
BASE, you CANT TAKE ON GDI DIRECTUil WITH THE SMALL ESCORT FORCE, SO SOLLLL HAUE TO THINK OF SOME- 
THING CLEUER. ONCE THE WEAPON TRANSPORT HAS REACHED THE TEMPLE, SOU CAN FOCUS SOUR EFFORTS ON 
DEFENDING TEMPLE PRIME, BUILDING UP AN ARMS, AND THEN CLEARING GDI OUT OF OUR MOST SACRED SITE. ALSO, 

BE ADUISED THAT A NOD FORCE FROM KILIAN'S DETACHMENT IS BEING AIRLIFTED OUT OF AUSTRALIA IN SPITE OF 
THEIR DIRE SITUATION THERE. THES MIGHT BE HEADED FOR SARAJEUO; IF SO, MASBE THES CAN HELP SOU OUT. 



[primaru objectiues] 


1. Escort the transport truch bach to 

Temple Prime 

2. Eliminate GOI blochade by destroying 

all GOI forces 

3. Ule'ue been betrayed! Oestroy the 
, forces of the traitors! 

^ 


[Bonus Objectiues] 


1. Return the transport truch to Temple 
Prime unharmed 
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[ocquirable Intel] 



[ureas of interest] 



1. Tiberium weapon conuoy 

insertion point 

2. GDI base 

3. Nod Temple Prime 

4. Future site of Kilian's 


southeast base 
5. Future site of Kilian's 



GDI’s base lies just north of the Liquid 
Tiberium device convoy’s insertion 
point, so you must move your units 
Lilith extreme caution to reach Temple 
Prime safely. Begin by sending the 
entire convoy northiuest, moving your 
units along the uuest-most edge of 
the region to keep them as far auuay 
from the GDI base as possible. R GDI 
Guardian Cannon uuNI be able to fire on 
your units as you pass by the base; 
this isn’t much of a problem unless 
you’re attempting to fulfill the first 
bonus objective of bringing the Liquid 
Tiberium Transport truck to Temple 


P 


Dr unlawful 


>ressly prohibited. 












Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


□nee your base is able to fend off 
GDI’s attack groups, divert resources to 
amassing an assault army of your oiun. 
Construct an Rir Tomer and assemble 
four Vertigo Bombers and 20 Venoms. 

Roll 20 Scorpion Tanks and 20 Flame 
Tanks out of your LUar Factories. This mill 
be more than enough firepomer to oblit- 
erate the GDI base to the south, but trust 
us: you'll need the extra firepomer.... 


You stumble upon a fierce battle 
betmeen GDI and Nod infantry at the 
region’s northmest corner. Fortunately, 
your escort force is largely composed 
of anti-infantry units — and one colossal 
Rvatar Lllarmech — so take a moment 
to help your brethren squash the GDI 
insects. Then order the convoy east to 
reach the outer malls of the massive 
Nod stronghold surrounding Temple 
Prime. 


Construct a Crane and two additional Haruesters to giue yourself an eutra build 
queue and a heauy inflow of Tiberium. This will allow you to lay down your base 
defenses with all speed. 


Hod Campaign 


Prime unharmed. If your heart’s set on 
completing that objective, order both 
of your Flame Tanks to assault the 
Guardian Cannon mhile the rest of your 
convoy rolls onmard to the northmest 
corner of the battlefield. 


^utioni iiBii 


III 


lYlahe sure you don't issue the Attack 
moue command to the convoy, or they 
may begin assaulting the GDI base! 


Kane praises your deeds and remards 
you by handing over control of Temple 
Prime and all its resources. He then 
orders you to destroy the GDI base to the 
south and cleanse Sarajevo of their vile 
presence. Expect GDI to put up a stalmart 
resistance: they’ve no intention of letting 
Kane succeed mith his plot. 

Your first order of business is to beef 
up your nemly acquired stronghold’s 
defenses. Begin by placing Laser and 
Shredder Turrets near openings in the 
stronghold’s outermost mall. Conceal their hub units behind the mall and place 
their satellite turrets in front of it; this makes them quite difficult to permanently 
destroy. Rftermard, set a fern SRM Turrets betmeen the inner and outer malls to 
mard off Orcas. Finally, place at least one Obelisk of Light near each gap in the 
outer mall; these are extremely effective against infantry and vehicles. 


You’re home free once you enter the 
Nod stronghold. Move your vehicles 
to the nearest Lllar Factory for repairs, 
and send the Liquid Tiberium Transport 
truck rolling tomard Temple Prime at 
the northeast corner of the fortress. 

You complete the first primary objective 
mhen the truck reaches Temple Prime, 
along mith the first bonus objective, 
provided the transport truck suffered no 
damage along the may. 


Lllhile the GDI base is exposed to 
assaults from all sides, a bit of recon 
mill shorn that its eastern and mestern 
perimeters are most vulnerable to 
ground forces — the meat of its anti- 
armor defenses are stationed to the 
north, including tmo fearsome Sonic 
Emitter arrays. Send half of your Flame 
Tanks and Scorpions rolling out of your 
stronghold’s mest entry point, eventually ; 
steering them south to assault the mest 
side of the GDI base. Rs your forces 
exit Temple Prime, queue up an equal number of replacement units at your LUar 
Factories. 


{- 
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The GDI base is extremely vulnerable 
to your approaching tanks. Simply let 
your armored forces crash into the mest 
side of the base and do their mork. Once 
the base’s doLunfall is imminent, some- 
thing truly unexpected occurs... 


nod Beam cannon 





Cost: 1,000 
Time to build: 10 sec 


The Beam Cannon is Nod’s 
medium-armored, long-range artil- 
lery vehicle. It’s designed to cut 
doiun enemy structures from range 
and can also be used to slice 
through armored units Luith impres- 
sive speed. Lllhen multiple Beam 
Cannons target the same struc- 
ture, their lasers conjoin to form 
an incredibly devastating blast. 


R vast number of Nod Vertigo Bombers 
fly overhead, carpet-bombing the 
entire GDI encampment, including your 
attacking vehicles. There’s no sparing 
your forces from this midespread 
attack — good thing you left most of your 
units back at Temple Prime. 



Beam Cannon lasers can also be 
reflected off distant Venoms to 
strike remote targets from afar, and 
“fire” on Dbelisks of Light, using 
their lasers to supercharge these 
already potent defense turrets. The 
Beam Cannon is light enough to 
move about Luith impressive speed, 
but it’s not designed to mithstand 
direct frontline combat. Keep Beam 
Cannons out of harm’s may and 


use them to support your frontline 



assault forces. 


You soon receive a transmission from 
Rjay, informing you of mhat you already 
knom: Kilian has moved against Kane 
and established tmo formidable bases in 
the region, one to the northmest and the 
other to the southeast. She must be plot- 
ting to stage an assault on Temple Prime. 
This betrayal cannot go unpunished. 
Commander: shorn Killian the high cost of 
treason. 


You gain the use of Nod Beam Cannons 
from this point formard, mhich can be 
constructed from your Lllar Factories. 
These units mill help you assault Kilian’s 
outposts, so queue up 10 or more. 



LDhile building Beam Cannons, send all 
of the Flame and Scorpion Tanks you’ve 
amassed at Temple Prime to assault the 
east side of Kilian’s southeast outpost — 
you should have at least 15 of each to 
ensure you get the job done. Lllhile your 
tanks are in transit, order your Vertigos 
to bombard the outpost’s east-most Dbelisk of Light; this mill hasten your tanks’ 
infiltration mhen they crash into the outpost’s east flank. RIso move your Venoms 
close to the outpost, keeping them out of harm’s may but ready to respond to 
Kilian’s Venoms. 



Llihen assaulting the southeast 
outpost, target its 5RM turrets and Rir 
Tomer first; this alloms your Venoms to 
play a larger role in the assault. Elimi- 
nate the rest of the outpost’s defenses 
and unit-producing structures after- 
mard, then simply level the place once 
it’s been crippled. 


IIHII Hi 


primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 



Lllhile you assault Kilian’s southeast 
outpost, keep producing Flame Tanks, 
Beam Cannons, and other armored 
units back at Temple Prime. Use these 
units to repel assault groups hailing 
from Kilian’s northmest outpost. RIso 
build five to ten Raider Buggies. 


Hod Campaign 


Outbach 





. GDI IS MOUING NUCLCAR IJARHCADS FROM 0N£ OF THEIR BASES ON 
. THE EDGE OF THE AUSTRALIAN RED ZONE. IF UE CAN INTERCEPT THE 
CONUOy, DESTROy TH£ ESCORTS, AND CAPTURE THE UARHEADS, 
THEN UE CAN MAKE THE BROTHERHOOD OF NOD INTO A NUCLEAR 
POUER ONCE AGAIN. UOU NEED TO RECOUER AT LEAST ONE TRANS- 
PORT BUT MORE IS BETTER. ONCE yOU'UE SECURED THE UARHEADS, 

THE BROTHERHOOD LULL DISPATCH A CARpyALL EUACUATION TEAM. 

BE AUARE THAT THE UARHEADS ARE HIGHUd UOLATILE AND MAH 
EXPLODE IF FIRED UPON. TREAD CAREFULUil! 








Rfter reducing Kilian’s southeast 
outpost to ashes, return your surviving 
vehicles to Temple Prime for repairs. 
Lllhile they’re in transit, order your 
quartet of Vertigo Bombers to oblit- 
erate the Obelisks of Light that stand 
at the east side of Kilian’s northmest 
outpost: it takes tmo attack runs to 
domn them both. Once their base 
defenses are no more, group all of 
your armored forces together and use 
them to stage a grand-scale assault 
on the outpost, slamming into its east 
side mith tremendous force. Eradicate 
the outpost to send a clear message 
to all mho mould betray the glorious 
vision of Kane. 


primaruoiijectiues] 




1. Capture conuoy 

2. Escort conuoys to the euacuation 

point 

3. Ulait for Nod Carryalls 

^ — S / 


[Bonus DOjectiuos] 






Blach Hand Interroyation Report 
An Inuasion Global in Scope 
Australia-Neuj Zealand Theatre 
Assessment 

Once Ayain a Nuclear Power 


[ucquirable Intel] 


^ 

1. Oestroy the Tiberium Tower 
Capture GOI Research Facility 


[ureas of interest] 




1. Nod strihe force insertion point 

2. mutant Houel 

3. Tiberium Tower 

4. GDI Nuke Transport conuoy start point 

5. Nod outpost/Nuke Transport eHtraction 

point 

6. GDI outpost/Research Facility . 



You begin this operation mith a number of 
Heroic-rank units, including Scorpion and 
Stealth Tanks, Venoms, and tmo Sabo- 
teurs. Immediately assign units to your 
groups so you can command them mith 
speed and efficiency. Your Saboteurs are 
vulnerable out in the open like this, and 
you need at least one of them to stay 
alive in order to complete a bonus objec- 
tive in this mission. Send your Venoms 
and Saboteurs south to locate a Mutant 
Hovel structure: order your Venoms to 
slaughter the surrounding Mutant Marauders mhile one of your Saboteurs captures 
the structure. This gives you the ability to train Mutant Marauders to fight for your 
cause: you have resources to spare, so queue one up. Move your other Saboteur to 
garrison a nearby building at the dilapidated village to the east to keep him safe. 


^^tOl IIHII III 


mutant marauders are elite infantry units designed to combat aircraft and other 
infantry. Their cost is quite low compared to how effective they can be against 
their intended targets. j. - , 
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LDhile your Saboteurs and Venoms mork at 
capturing the Mutant Hovel, simultaneously 
order your Scorpions and Stealth Tanks to 
assault the Tiberium Tomer at the northeast 
corner of the battlefield. Make a quick strike 
against the Tiberium Tomer to destroy it, 
completing the first bonus objective. Then 
return your vehicles and Venoms to their 
previous position on the central road north of 
the Mutant Hovel. 


■ IIHII III 


Set your units to Aggressiue Stance f(^ -i-[A]] so they attack euerything in sight. 
This is especially important to Stealth Tanks, which often won't attack without 
orders so that they always remain hidden. 




The first GDI nuclear marhead convoy is 
inbound from the mest, rolling along the battle- 
field’s central road. LUait for the convoy to 
approach your forces, then order your units to 
attack it. Eliminate all GDI escort units to force 
the Nuke Transport truck to surrender to you, 
granting you total control over it. 


n 


1 ^ 
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Don't order your forces to move west 
and engage the conuog head-on; 
seueral GDI Sonic Emitters stand in 
the ualley near the central road, and 
theg'll rip gour tanks apart if theg 
moue too close. 



Lilith the first Nuke Transport truck 
captured, the Brotherhood establishes 
an outpost to the east for you to 
utilize. Quickly order the Nuke Trans- 
port truck east to rendezvous at the 
Nod outpost — this is the safest place 
for it to hide. Rs the truck rolls off, 
queue up four Stealth Tanks at your 
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Rfter Luitnessing the demise of the 
first Nuke Transport escort, the other 
tiuo convoys spiit off, one of them 
roiiing north and the other south. Move 
your forces south to rendezvous at the 
Mutant Hovei you recentiy captured, 
then assauit the south Nuke Transport 
convoy mhen it roiis Luithin range. Rfter 
securing the second Nuke Transport 
truck, send it east to rendezvous at 
your outpost. 



Something terribie happens after 
you secure the second Nuke Trans- 
port: aiien invaders make a shocking 
arrivai, darkening the skies mith a host 
of frightening Luarships. The aiiens 
seem to have no objective other than 
compiete annihiiation of your forces 
and the forces of GDi. Puii aii of your 
tanks back to your outpost to defend 
the Nuke Transport trucks you’ve 
captured. 



if you Luish to compiete the second 
bonus objective, order your Venoms to 
escort your remaining Saboteur south- 
Luest at this point, heading tomard the 
southLuest GDi outpost, Luhere their 
Research Faciiity is iocated. Don’t move 
your Saboteur aiong the centrai road; 
those GDi Sonic Emitters uuiii rip him to 
shreds, instead, sneak him through the 
southernmost vaiiey, Luith your Venoms 
nearby to mard off any GDi and/or aiien 
hostiies that might attack him. Rny unit 
firing on your Saboteur must become your Venom’s primary target; his survivai is 
paramount. 



Rfter passing through the southern- 
most vaiiey, the Saboteur miii need 
to move north to circumvent a taii, 
rocky ridge. Rs he does so, move your 
Venoms north, Luest, and then south 
to strike at the GDi outpost’s LUatch- 
toLuer — you couid fiy them across the 
mountains, but this piaces them uuithin 
range of the outpost’s southern RR 
Batteries. Your Venoms uuiii stiii dram 
fire from the RR Batteries, but they’il be 
abie to destroy the Lllatchtomer before 
they’re shot domn. Once the Lliatchtomer is no more, your Saboteur can infiitrate 
the outpost mithout incident and capture the GDi Research Faciiity, compieting 
the second bonus objective. 



Return your attention to your outpost. 

Lilith the Mammoth out of the may, your 
host of Steaith Tanks and Scorpions 
shouid have iittie troubie defending the 
Nuke Transports untii Carryaiis arrive to 
shuttie them out of the area. Remember 
to park any injured vehicies near the Lllar 
Factory for repairs, and simpiy aiiom your 
Rggressive-Stance units to mard off the 
aiien assauit ships untii the Carryaiis 
arrive. Doing so compietes the third and 
finai primary objective, bringing the Broth- 
erhood one step cioser to reciaiming their nuciear capabiiities. 



A GDI mammoth Tanh assaults your 
outpost from the north road. Focus on 
destroying the mammoth right auuay; 
it poses the greatest threat to your 
outpost and Nuhe Transports. 

il I I I I 
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Sydney City Ulall 



. IJHILe THE NUCLEAR UARHEADS ARE SECURED, THE BROTHERHOOD STILL LACKS LAUNCH CODES AND DELIUERU 
iSySTEMS. GDI HAS UHAT UE NEED IN THE SUDNEy BLUE ZONE, CURRENTLy UNDER HEAUU ALIEN ATTACK. UITH 
GDI'S FORCES UNDER DURESS, KILIAN HAS REACHED OUT TO THE LOCAL GDI COMMANDER AND OFFERED TO "HELP" 
IN SyONEy. GDI ACCEPTED. UE HAUE COMMITTED TO THE ELIMINATION OF THREE KEH ALIEN STRUCTURES, THE 
PORTAL, GRAUITy STABILIZER, AND GATEUAU, GIUING GDI THE LEUERAGE THEU NEED TO TURN THE TIDE OF BATTLE. 
UNOFFICIALLy, UE NEED TO ENSURE THAT THE GRAUITU STABILIZER DOES NOT GO DOUN TOO FAST; THE BROTHER- 
HOOD'S PRIMARy TARGET IS A GDI FACILITy IN SyDNES, UHICH, UHEN CAPTURED, SHOULD PROUIDE THE LOCATION 
OF THE CODES AND MISSILES. THAT BUILDING IS UITHIN SyONEU'S CITy UALLS, AND NOTHING PENETRATES THOSE 
FASTER THAN AN ALIEN DEUASTATOR UARSHIP. 



[primaru Dbjectiues] 


1. Eliminate three alien targets for GDI 

2 . Capture the GDI Lab 




[Bonus objectiues] 


1. Capture tuuo Tiberium Spihes 

2 . Destroy the Ion Control Center 



IIHII Hi 
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[ocquirable Intel] 

^ V 

■ Cease-Fire Order 

■ Eucerpt from Signal Intelligence 

^ Briefing 


[ureas of interest] 


1. Nod base 


2 . GDI base 


3. GDI Research Lab 


4. Tiberium Spihes 


5. Serin base 


6. mutant Houel 
\ 

_/ 



Lllorklng uulth GDI is the luorst form of 
heresy, but you’ve little choice luhen 
faced Lilith a foe as formidable as these 
pitiless Serin invaders. The moment 
you gain control of your outpost, imme- 
diately queue up tmo Harvesters from 
your LUar Factory, folloiued by ten 
Flame Tanks. Then begin construc- 
tion on a second LUar Factory and an 
Obelisk of Light. RIso research Liquid 
Tiberium Core upgrades at each of your 
base’s Pouuer Plants to increase their 
poLuer output: you’ll need the extra 
juice as you build up base defenses. 
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□nee your second Lllar Factory is in 
piace, queue up ten Steaith Tanks and 
start buiiding an RirToiuer. Set your 
□beiisk of Light doLun at the east side 
of your base Luhen it’s ready, right near 
the Tiberium Fieid, then begin construc- 
tion on another. Keep buiiding Gbeiisks 
untii you've fortified your base's uuest- 
northmest perimeter Luith four of them, 
then buiid a coupie of 5RM Turrets 
to Luard off airborne threats. Rs you 
go about strengthening your base 
defenses, continue roiiing Steaith and 
Fiame Tanks out of your Lllar Factories, 
using them to defend your base from 
assauit groups as necessary. 


If Serin Annihilator Tripods anach 
your base, send Saboteurs to 
reclaim their hushs after they'ue 
fallen to your Obelisks. 


f^iPl IIHII III 


Drop your iast tmo Saboteurs off near 
the tLuo Tiberium Spikes at the northmest 
corner of the region. Quickiy capture 
both structures to gain a steady trickie of 
resources and compiete the first bonus 
objective. There are some Serin Disin- 
tegrators near the Tiberium Spikes, so 
depioying your Saboteurs right next to 
the Disintegrators can send them in to 
capture the Spikes Luithout deiay. 


The area near the Tiberium Spikes is a yood place to set up a forward outpost. 

It's not mandatory, but it allows you to assault the Serin base from two different 
anyles. which can be a great help. Use Carryalls to safely transport an Enplorer 
to the site, alony with a few tanks to defend the Enplorer while it unpacks into 
an Outpost. 

■ . . L ■ . . . I . . . I . . ^ I . . . I . . . M . . 


Once your base defenses are up and 
running, train three Saboteurs from 
your Rir Tomer and order Carryaiis to 
pick them up for transport. Move the 
Carryaiis directly north to fly them 
over the malls of Sydney, then drop 
off one of your Saboteurs near the 
GDI Research Lab at the northeast 
corner of the city. Capture the structure 
mith your Saboteur to complete the 
second primary objective, then move 


You should have a respectable force 
of Stealth and Flame Tanks by nom. 
Rssuming you have 15 or more of each, 
roll these units mest tomard the Serin 
base, mhich is heavily defended mith 
capital marships, Rnnihilator Tripods, and 
loads of defense turrets. Use the Flame 
Tanks to obliterate Serin structures mhile 
your Stealth Tanks fire on their vehicles 
and aircraft. Planetary Rssault Carriers 
are primary targets for your Stealth 
Tanks, follomed by Devastator ULIarships. 



Even an assault force of this magnitude 
mon't last long against the mell-fortified 
Serin base, mhich features several fear- 
some Storm Columns. Rs you conduct 
your assault, start assembling another 
raiding party back at base, this time 
including Rvatar Lllarmechs and more 
Stealth Tanks. Keep sending units to 
support your forces as needed, laying 
heavy pressure on the Serin encampment. 


A mutant Houel stands in the battlefield's central ualley. Capture this structure 
with a Saboteur and you'll be able to train mutant marauders — infantry units 
that are cheap to produce and lethal against Serin infantry and aircraft. 




your Carryalls directly mest along the 
northern edge of the battlefield. 


r 


lllll■illl ■nil 
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The sacrilege must continue: your orders 
are to help the GDI scum defend them- 
selves yet again from an overpoiuering 
Serin onslaught mhile they evacuate 
the citizens of Sydney. You have a large 
contingent of forces at your disposal from 
the start: order all of these units to move 
Luest through a nearby Tiberium Field 
and then north, taking up position near 
the GDI base’s foremost Lllar Factory. 


LUhile your forces are in transit, 
construct a Refinery and place it at the 
Luest side of your outpost so you may 
begin harvesting resources from the 
large Tiberium Field nearby. Queue up 
three Harvesters from your LUar Facto- 
ries, then build a total of 10 Stealth 
Tanks. Lllhen the tanks are ready, send 
them to reinforce the GDI base, just as 
you did mith your initial forces. 


During your assault. Serin Luarships 
blast a large hole in the seemingly 
impenetrable lualls of Sydney. Rjay 
contacts you immediately afteriuard 
and informs you of a neiu bonus objec- 
tive: destroy a GDI Ion Cannon Control 
Center, located deep Luithin the city. 

Rs the battlefield is quite chaotic, it’s 
best to send airborne ShadoLU Teams to 
assault the Ion Cannon Control Center. It 
takes multiple attempts for these units to 
destroy the structure Luith their explosive 
charges, so Luork at it mhile you go about decimating Serin’s base. You could also 
transport a Commando via Carryall if you mish. 


Douintouin Sydney 


Lllorking together mith GDI, you 
shouldn’t have much trouble defeating 
the Serin. Just keep building and 
moving small teams of suitable assault 
units into their base and steadily mear 
domn their defenses. The Serin mill be 
on the defensive after suffering heavy 
losses at the hands of your initial 
attack force: don’t let these mretched 
aliens catch their breath. 


UIITH THE DESTRUCTION OF THEIR ION CANNON CONTROL CENTER, GDI COMMANDERS IN SUDNEy FIND THEM- 
SELUES IN DIRE STRAITS. THE CITS IS ALL BUT LOST, UITH GDI CENTRAL COMMAND ISSUING AN EUACU- 
ATION ORDER FOR CIUILIANS. SOU MUST COORDINATE UITH GDI TO CARRS OUT THEIR EXODUS. DEFEND 
AGAINST THE ALIEN ASSAULT AND PROTECT THE OX CONUOSS MOUING THE CITS'S RESIDENTS TO SAFETS, UHILE 
AT THE SAME TIME TAKING STEPS TO ENSURE SOUR OUN SURUIUAL UITH A LARGE-SCALE TIBERIUM HARUEST. 


[Primaru objectiues] 


[Bonus Objectiues] 


1. Help GDI hold out against the aliens 


^ 

1. Help GDI protect the Ion Cannon Control 

for ten minutes 


2. mine 25,000 Tiberium 

2. Destroy GDI > 


3. Use a nuke against GDI y 


[ocquirable Intel] 


■ KANE HUES! 

■ The Alliance Is Off 


I ureas ot interest] 


1. Nod base 

2. GDI base/Ion Cannon Control Center 

3. Tiberium Spike 

4. Serin base y 

\ / 


Set your forces to Rggressive Stance 
(|Air|+[Al), then leave them to their 
unholy fate. 
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A Tiberium Spike stands just north 


of the west Tiberium Field. Send a 
Saboteur to capture it as soon as 
possible for a steady supply of 
resources. 

II 4 li 1 1 Li » i ta I hJ 1 4 1 1 i_i t 



Nolu you simply need to hang tight 
and Luait for GDI to evacuate the city 
and charge up their Ion Cannon super- 
Lueapon. Don't build or train any units 
or structures in the meantime: alloLU 
your Harvesters to fill your coffers Luith 
25,000 Tiberium and you’ll complete 
the second bonus objective. 



Dnce the Ion Cannon is ready, GDI 
Luields it against the Serin base to the 
north, Luith frightening results. Natu- 
rally, the Ion Cannon Control Center 
must survive in order for this devas- 
tating attack to occur; do your best to 
defend it and you'll help GDI deal the 
Serin a mighty bloLU, completing the 
first bonus objective in the process. 




R shocking tuulst occurs shortly after 
GDI hammers the Serin base mith their 
Ion Cannon: Kane sends a transmission, 
ordering you to obliterate the GDI base. 
Kane lives! Prove your loyalty to him by 
launching a nuclear missile at GDI. Their 
Ion Cannon Control Center makes for a 
perfect target; decimate it Luith a nuke to 
complete the third bonus objective. 


You’ve dealt GDI a terrible bloLU, and it’s 
noLU clear to them that the alliance is over. 
Start amassing a strike force to storm the 
GDI encampment. Rssemble teams of 10 
Flame Tanks and 10 Stealth Tanks, sending 
these vehicles Luest to annihilate their 
base. Keep building more and more Flame 
and Stealth Tanks to replace any that fall, 
flooding GDI’s base uuith the superior forces 
of Nod. 
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In this mission, it takes only 
three minutes for your Temple 
of Nod to ready another nuclear 
missile. Lilith your forces 
pounding GDI’s base from the 
south and Serin forces tearing 
into it from the north, GDI’s 
end is surely close at hand. 

The Serin base to the north is 
a greater threat, so use your 
nuke against it to cripple both 
your foes. 


R bit of cleanup luork is all that 
remains. Keep sending tanks against 
GDI’s base until there’s nothing left. 

This completes your second primary 
objective, setting to rights Kilian’s recent 
deeds of treachery and sacrilege. Kane 
is alive and Luell, and the alliance Luith 
GDI is over. Rest easy. Commander: 
today is a day for celebration. 


Ayers Roch 



THIS IS A SAD DAS UIH£N BROTHER MUST FIGHT BROTHER. USE A SMALL FORC£ TO CAPTURE THE SOUTHERN 
REBEL BASE AND THEN USE THE RESOURCES UOLLUE ACOUIRED TO SECURE KILIAN'S HEADQUARTERS 
FACILITU ON AUERS ROCK. KILL ANUONE UHO GETS IN UOUR UAU BUT LEAUE KILIAN ALIUE TO FACE KANE. 
NOTE THAT GDI IS DEPLOyiNG A FORUARD BASE TO THE EAST AND THEU ARE NONE TOO HAPPU ABOUT UHAT 
HAPPENED IN SUDNEy. EXPECT A LARGE GDI ASSAULT SHORTUd AFTER THE BATTLE FOR AUERS ROCK GOES DOUN 
AS GDI MOUES IN FOR THE KILL. 



[primaru objectiues] 


1. Capture Kilian's southern base 

2. Capture or destroy Temple of Nod 

3. Prevent GDI from using the Ion 

Cannon 

4. Eliminate the GOI base 




[Bonus Objectiues] 


1. Capture three Tiberium Silos 

2. Recruit five mutant marauder Squads 


[ureas of interest] 


1. nuatar/Saboteur insertion 

point 

2. Kilian's southern base 

3. Kilian^s main base and Temple 

of Nod 

4. mutant Novel 

5. Blue Tiberium Field and 

Tiberium Spihes 

6. Tiberium Silos 

7. GDI Ion Cannon Control Center 

8. GDI main base 


[ucquirable Intel] 




The time to put an end to Kilian’s 
treachery has finally come. First you 
must establish a foothold in this region; 
Kilian’s southern outpost should serve 
you quite tuell. Send your Rvatar and 
quartet of Saboteurs luest, heading for 
the southiuest corner of the battlefield. 
Keep them as far aiuay from Kilian’s 
southern outpost as possible — you 
don’t uuant to drauu too much fire from 
the Laser Turrets along its south luall. 


IIHII Hi 
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Haruesters sent by Kilian and a 


□nee your Saboteurs have reached 
the southmest corner of the battlefield, 
send them north and then back east, 
looping around the Tiberium Field and 
slipping into Kilian’s southern outpost 
from its Luestern entrance. Order your 
Saboteurs to capture the outpost's 
Operations Center, and once it’s in your 
control, have them capture the nearby 
Construction Yard. This places total 
control of Kilian’s southern outpost and 
all of its forces in your hands, and also 
completes the mission’s first primary 
objective. 




remote GDI encampment to the east 


will attempt to steal your outpost's 
resources. Station your Auatar near 
your Tiberium Field and set it to 
Aygressiue Stance so that it destroys 
these thieves before they can mahe 
off with your goods. 



Kilian Luill be quick to respond to your 
incursion, so Luaste no time in queuing 
up three Stealth Tanks at each of your 
nemfound Lllar Factories. Immediately 
begin construction on an RirToiuer 
as Luell. Once your Rir Tomer is in 
place, fill Its hangars mith four Vertigo 
Bombers. 


The moment you have tmo Vertigos, 
group them up and send them north to 
destroy one of Kilian’s tmo RirTomers, 
both of mhich stand to the mest of her 
Temple of Nod. If you don’t destroy these 
tomers quickly, Kilian mill turn the tables 
and send Vertigos to assault your struc- 
tures — and you don’t mant that. Position 
your Stealth Tanks near your Rir Tomer 
and set them to Rggressive Stance; 
this causes them to fire on any hostile 
Venoms that chase your fragile Vertigos 
back to base. 




You’re out of immediate danger once 
both of Kilian’s RirTomers are destroyed: 
her only option nom is to assault your 
base directly mith ground forces. Fortify 
your outpost by setting tmo Obelisks of 
Light to defend its east entrance, then 
begin construction on a Temple of Nod. 
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Defeat the mutant marauders near 
the region's central mutant Hovel 
and northern Tiberium Silos, then 
capture all of these structures 


Once your Tiberium Field runs dry, your Harvesters will move to collect 
resources from the blue Tiberium Field in the center of the battlefield. Build 



with Saboteurs to complete this 
mission's two bonus objectives. 


another two Harvesters to speed up the collection process, and don't worry too 


much about them; Nod Harvesters are stealtbed, so they're tough to detect even 
when venturing into open ground. 

I I ilaHlrrtltiil«4ili I iLiif 



Once your Temple of Nod is in place, it 
only takes four and a half minutes for it 
to ready a nuke. During this time, send 
your Vertigos to bombard Kilian’s Temple 
of Nod. They'll drauu fire from the many 
5RM Turrets that defend her headquar- 
ters, but they’ll be too fast to destroy. 


(^lutioiii iiHii III 


Avoid using nuhes to destroy Kilian's Temple of Nod — the resulting blast might 
destroy her headquarters, causing you to fail the mission! 



Lllhile your forces are en route to the 
northeast GDI base, launch your nuke 
at the GDI Ion Cannon Control Center, 
located in the small valley at the south- 
east corner of the region. Cripple GDI's 
superiueapon threat uulth one of your 
very oiiin nukes, and then move in for 
the kill to complete the third primary 
objective. 



Kilian luIII eventually send large ground 
forces to assault your base’s east side. 
Your tLuin Dbelisks and array of vehicles 
Luill make short Luork of them. Use Repair 
Mode to keep your Dbelisks up and 
running, and move any injured vehjcles 
to your nearest Lllar Factory for repajrs. If 
Kilian sends Rvatars against you, be sure 
to train Saboteurs to capture their fallen 
husks. 


Nolju simply flood the GDI base mith 
your overiuhelming force of vehicles 
and infantry. Use your Vertigos to 
strike doiiin key targets such as Sonic 
Emitters as luell. Keep steamrolling 
into the base until there’s nothing left 
to destroy. This completes the final 
primary objective — Kilian’s fate noLU 
rests in Kane’s hands. 




You complete the second primary objec- 
tive once your Vertigos obliterate Kilian’s 
Temple of Nod. This also gives you control 
over Kilian’s primary base and all of its 
resources. Kilian had an Incredibly vast 
army stationed about her base; send all 
of these units to assault the main GDI 
encampment at the northeast corner of 
the battlefield, along luith all of the forces 
you’ve mustered at your southern outpost. 

You’ve got a ton of resources and several 
Lllar Factories noLU, so queue up a variety 
of replacement units to send as backup should the need arise. 


IIHII Hi 


primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 







KANE FOReSAIJ THE ARRIUAL OF THE UISITORS AND KNEIJ A GREAT IJEAPCiN IJOULD BE NEEDED TO HELP 
CHANNEL THE INUASION IN A PRODUCTIUE DIRECTION. KANE ORDERED A RESEARCH FACILITH AT THIS 
NORTHERN ITALIAN LOCATION TO PRODUCE THE CATAUdST MISSILE. THE UEAPON IS READS TO USE, 
HOUEUER, THE UISITORS ARE BEHAUING CAPRICIOUSLy AND ARE BEGINNING AN ATTACK ON THE FACILITS. 
STOP THE UISITORS FROM DESTROSING THE MISSILE SILO AND THEN REPAIR THE FACILITS. AT THAT POINT SOLI'LL 
BE ABLE TO TURN THE TIDE OF BATTLE UITH THE NEU UEAPON. 



[primaru Dbjectiues] 


^ 

1. Capture the Catalyst Launch Facility 
a. Repair the Catalyst Launch Facility to 
full health 


3. Destroy three alien Grauity Stabilizers 




[Bonus objectiues] 

[ncquirable Intel] 

1. Capture the Reinforcement Bay 

Catalyst missile 

2. Destroy all three Grauity Stabilizers 
uiithout usiny the Catalyst missile ^ 


[oreas ofinterest] 



Kane’s neiii Lueapon must be protected 
at all costs. You have a small outpost 
and fledgling armor division to uuork 
Luith from the start, Luhich simply 
Luon’t do. Build a Lllar Factory to set 
at the north end of your base, and 
train tmo Saboteurs from your Hand 
of Nod. The moment your Saboteurs 
are ready, send them north across 
a bridge, along uulth your vehicles. 
Place your Lllar Factory mhlle they’re 
In transit and build tmo Harvesters, 
then queue up 10 Raider Buggies; their 
anti-infantry/aircraft fire uuiil come in 
handy. Begin construction on a Tech 
Lab aftermard. 




1. Nod base 

2. Catalyst Launch Facility 

3. Reinforcement Bay 


4. Serin Grauity Stabilizers 

5. Blue Tiberium Fields 

6. Tiberium Spihe 
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Set rally points for your War Factory and Hand of Nod at the opposite end of the 
north bridye. This causes your newly trained units to moue to where they're 
needed as they're assembled. 


Rfter your units cross the north bridge, 
move them east tomard an abandoned 
Nod base, mhere Kane’s Cataiyst Launch 
Faciiity is iocated. The faciiity is in a 
grave state of disrepair: quickiy send a 
Saboteur to capture it, compieting the 
first primary objective. Then use Repair 
Mode to begin mending the structure 
back to fuii heaith. Riso, the moment 
your Tech Lab is in piace, start buiiding 
Steaith Tanks from your LUar Factory 
instead of Raider Buggies. Research the 
Laser Capacitors upgrade to enhance your existing Raider Buggies’ attack pomer, 
and upgrade each of your base’s PoLuer Piants to increase their poLuer output. 




Cautioni 


IIBII III 


Hiitei 


Serin Stormriders will assault 
your units as they moue 
toward the abandoned base. 
Use your Raider Bugyies and 
other uehicles to ward them 
away from your Saboteurs. 

If your Saboteurs are hilled, 
quichly train more. 


IIHII III 


Vou can instantly repair the Catalyst launch 
Facility up to full health by capturiny it with 
a second Saboteur, but doing so causes the 
battlefield to eupand. and the Serin to initiate 
a full-scale assault. It's better to use Repair 
mode to slowlg fiu the structure; this giues 
you more time to build up your forces and 
fortify your southern base. 

I— I— M III-, I i I I I I I kl I I 


Rfter capturing the Cataiyst Launch 
Faciiity, send your other Saboteur to 
capture the nearby Reinforcement Bay to 
the south. This completes the first bonus 
objective and supplies you Luith four 
Stealth Tanks. Put these units to use in 
defending the abandoned base along Luith 
your Raider Buggies. Lllhile defending 
the base, fortify your southern outpost’s 
northern perimeter Luith a Shredder and 
SRM Turret: they’ll come in handy soon. If 
you have resources to spare, also build a 
second LUar Factory so you can deploy Steaith Tanks tuulce as fast. 



^utioiii iiBii 


III 


Serin Shock Troopers periodically anackthe abandoned base from the north. 
Station a number of Raider Buggies there to dispatch each waue. 

. . I ■ I . I.., I I I 



You complete the second primary 
objective once the Catalyst Launch 
Facility is fully repaired. The battle- 
field then expands to reveal a massive 
Serin base to the northmest, along uulth 
smaller Serin outposts to the north and 
southuuest. You’re obviously outnum- 
bered here, but have faith. Commander: 
you noLU have access to Kane’s potent 
nem meapon, the Catalyst Missile. It 
costs nothing for you to employ this 
devastating attack against the Serin, 
and it only takes about 30 seconds 
for the Catalyst Launch Facility to 
ready subsequent missiles. Go ahead 
and test Kane’s neiii toy against the 
Serin’s southiuestern outpost, Luhich 
is too close to your southern base for 
comfort. 


Ill III 


If you wish to complete this 
mission's second bonus objectiue. 
you cannot use tbe Catalyst missile 
ayainst the Serin. This makes the 
mission far more difficult. If you're 
dead-set on meeting this objectiue. 
build a Temple of Nod so you can use 
nukes against the Serin instead. Also, 
work at establishing an outpost near 
the region's southeast Tiberium Field 
so you can fund tbe cost of amassing 
a large armg. 

MidlJk 4 t I'Hhl 4 1 I I a I I I t ; Mlilzd 
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The Catalyst Missile devastates the 
southLuest Serin outpost, obliterating 
most of its defenses and crippling its 
Gravity Stabilizer. Send some units 
from your southern base to finish off 
the outpost — or simply Luait a fem 
seconds and use another Catalyst 
Missile to level the place in style. 




Italian Hills 




KANE IJANTS TO GAIN ACCESS TO THE TOWERS BEING CONSTRUCTED 
By THE UISITORS. WHEN THEU ARE FINISHED, THESE HUGE STRUC- 
TURES WILL BECOME INTERSTELLAR GATEWAUS, OPENING UP A PATH 
TO THE STARS FOR THE BROTHERHOOD. THE KEU THAT UNLOCKS OUR 
DESTINU TAKES THE FORM OF A CODE EMBEDDED IN A CRUSTAL LATTICE, 
SOMEWHAT LIKE THE TACITUS. SOUR MISSION IS TO STORM AN ALIEN RELAU 
NODE STRUCTURE IN ITALU TO ACQUIRE ONE OF THESE KEUS. WHAT LITTLE 
INFORMATION OUR SENSORS CAN GIUE US INDICATES THERE IS AN 
ABANDONED CONSTRUCTION FACILITU IN THE AREA. WE CANT DROP 
IN ANU HEAUy EQUIPMENT, SO USE THE CONSTRUCTION SITE AS A 
BASE OF OPERATIONS TO BUILD UP AN ATTACK FORCE. ULTIMATELU 
you NEED TO GET A SABOTEUR INTO THAT RELAU NODE AND HE'LL 
DO THE REST. EXPECT HEAUU RESISTANCE. 





yy 



The Serin are quick to respond 
Luith a full-scale assault on your 
southern outpost. Keep producing 
Stealth Tanks and Raider Buggies, 
and continue to fortify your base Luith 
additional defenses as you see fit. 
Each time your Catalyst Missile is 
ready to use, launch it at the Serin 
to score a devastating blom. Rnni- 
hilate their northern and northmest 
Gravity Stabilizers to complete your 
third primary objective and ensure the 
survival of Kane’s amesome Catalyst 
Missile technology. 


[Primaruoiijectiues] 


1. Retrieue the maphey from the alien 
Relay Node y 




[areas of interest] 




1. Nod insertion point 

2. Southuiest Tiherium Field 

3. Serin EHtractors/outposts 

4. Serin Grauity Stabilizers 

5. Serin Stasis ehamber 

6. Serin Relay Node 


[Bonus objectioes] 




1. Destroy the Grauity Stabilizers on the 

north ridye 

2. Destroy the Stasis ehamber 

3. eapture three alien Tiherium Entraetors 


[acquirable Intel] 




The Key to the Future: Part I 
The Touiers Reyin to Fall 


Kane’s vision of the future must 
be realized. Commander. It is your 
great honor to assist in obtaining 
the Mapkey from the Serin Relay 
Node; this luNI pave the may for the 
Brotherhood’s glorious ascension 
to the stars. You’ll need to greatly 
expand your initial outpost in order 
to breach the Serin’s defenses here 
in Italy, homever; begin by building a 
Pomer Plant, follomed by a Refinery 
and Shredder Turret. Then construct a 
Hand of Nod so you can train a Sabo- 
teur to capture the Tiberium Spike that stands right near your outpost. 




A 
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Once your MCV has unpacked into a 
Construction Yard, buiid a Lllar Factory, 
foiioLued by a Refinery. Rssembie tmo 
Harvesters from your neiu Lllar Factory 
to speed up resource coiiection, then 
fortify your neiu outpost Luith tmo 
□beiisks of Light. Finaiiy, buiid a Hand 
of Nod. 

Rfter assembiing the Harvesters, 
queue up more Steaith Tanks from your 
neiij outpost’s LUar Factory. Cancei any 
Steaith Tanks stiii in production at your 
initiai base’s LUar Factory and instead 
create additionai Raider Buggies and 
Scorpion Tanks, adjusting that LUar 
Factory’s raiiy point so the vehicies 
remain near your main base. Riso buiid 
an Obeiisk of Light to set doiiin near 
your initiai base, further enhancing its 
defensive capabiiities. 


Buiid another PoLuer Piant and a Laser 
Turret next, then construct a LUar Factory. 
Roii tLuo additionai Harvesters out from 
your LUar Factory, foiioLued by four 
Raider Buggies and four Scorpion Tanks. 
Continue to ciimb the tech tree as these 
vehicies are produced, quickiy buiiding 
a Tech Lab to uniock advanced units 
and structures. Once your Tech Lab is in 
piace, immediateiy upgrade your PoLuer 
Piants to enhance their energy production 
and begin research on the Laser Capaci- 
tors upgrade for your vehicies. 





Buiid an MCV once your Raider Buggies 
and Scorpions have been assembied, 
then queue up ten Steaith Tanks. Send 
the MCV Luest to unpack near the region’s 
southLuest Tiberium Fieid, estabiishing 
an auxiiiary base. LUhiie the MCV is in 
transit, set your LUar Factory’s raiiy point 
near the southiuest Tiberium Fieid so 
each Steaith Tank you buiid automaticaiiy 
moves there to defend the site. 


□nee aii of your base defenses are in 
piace and you’ve amassed some good- 
size assauit groups, move aii of your 
Raider Buggies and Scorpion Tanks 
north to assauit the Serin outpost that 
iies directiy north of your main base. 
Simuitaneousiy send aii of the Steaith 
Tanks into position near your auxiiiary 
outpost north, to assauit the Serin base 
that iies there as Lueii. Make sure you 
have at ieast ten of each of these vehi- 
cies before you initiate your attacks. 
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The Serin forces at these outposts 
are a fair match for your assauit teams, 
so keep producing Steaith Tanks, 

Raider Buggies, and Scorpions to rein- 
force your troops. Puii your forces back 
to base if the going gets reaiiy rough; 
otheriuise, just keep up the pressure 
untii you’ve secured both areas. Rt that 
point, train Saboteurs at both of your 
Hands of Nod, sending these units to 
capture the Serin Extractors you’ve 
just secured. This provides you Luith 
a massive boost in resources, aiong 
Luith a bit of Ground Controi; piace a 
LUar Factory next to each Extractor so 
your vehicies can receive repairs, then 
queue up more reinforcements at these 
nem faciiities. Riso buiid and piace a 
fem Obeiisks of Light for staimart base 
defenses. 
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□nee you’ve buiit up respectabie 
armies, send your Luestern forces north 
to secure another Extractor site, mhiie 
simuitaneousiy moving your eastern 
vehicies north and then Luest, crashing 
into Serin’s centrai outpost, Luhere yet 
another Extractor is iocated. Rgain, send 
a feuj Saboteurs to capture these Extrac- 
tors as soon as it’s safe to do so, then 
piace LUar Factories and Obeiisks of Light 
to heip defend these outposts. Capturing 
your third Serin Extractor compietes the 
third bonus objective. 


Set your two southern bases' UUar Factories' rally points close to your two 
northern outposts so your newly trained units automatically moue to help 
defend the frontlines. . . . 




The momentum of the battie is iargeiy 
in your favor noLU. Just keep producing 
vehicies to send against the Serin to 
the north, steadiiy Luearing them doiiin 
as you biaze a traii toLuard the Serin 
Nerve Center at the northernmost tip of 
the battiefield. Make sure to destroy the 
Stasis Chamber to the Luest of the Nerve 
Center to compiete the second bonus 
objective aiong the may. 


Vour Temple of Nod should he close to readyiny a nuhe hy this point in the battle, 
when one is ready to deploy, taryet the trio of Serin Gravity Stabilizers at the 
northeast corner of the battlefield. Destroy them all to complete the mission's 
first bonus objective. Or simply send your vehicles in to destroy them. 


I I li M I « I 
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LUith aii of the resources you’ve just 
gajned, you can easjiy afford a Tempie 
of Nod. Begjn construetjon on one 
as you mork at fortjfyjng both of your 
nem formard outposts mjth addjtjonai 
unjts and Gbeijsks of Ught. Piace your 
Tempie of Nod back at your main base 
once it’s ready, and continue to roii 
Steaith Tanks, Scorpions, and Raider 
Buggies out from each of your LUar 
Factories. 



Buiid a Hand of Nod near the north- 
east Extractor and train a fem Saboteurs 
as your forces smash through Serin’s 
northern encampment. Once you’ve 
secured the area, order your Saboteurs 
to capture the Reiay Node, obtaining the 
Mapkey for Kane and compieting your 
primary objective. 
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GDI IS ADUANCING THROUGH TH£ ITALIAN R£D ZON£ MOR£ OUICKUd THAN ANTICIPAT£D AND UILL SOON THR£AT£N 
£U£Ry UISITOR INSTALLATION IN ITAUd. Ui£ N££D TO SLOU TH£M DOUN. TH£ LARG£ST DANG£R COM£S FROM A 
LARG£ GDI FORC£ CURRFNTLy ROUTING TH£ ALI£N FORC£S ON TH£ £AST BANK OF TH£ TIB£R. GIU£N OUR 
SMALL NUMB£R OF TRU£ B£LI£U£RS, DIR£CT £NGAG£M£NT IS NOT AN OPTION. INST£AD, US£ A COMMANDO TO L£AD 
AN INFILTRATION FORC£ COMPRIS£D OF SHADOWS AND SABOT£URS. S£IZ£ CONTROL OF BOTH GDI CONSTRUCTION 
SARDS, TH£N £LIMINAT£ yOUR MOST HAT£D £N£MI£S WITH TH£IR OWN FORC£S. TH£N CAPTUR£ BOTH ALI£N DRON£ 
PLATFORMS. ONUd TH£N UILL KAN£'S PLAN B£ ALLOU£D TO COM£ TO FRUITION. D£STRO!d AN!dON£ AND ANSTHING 
THAT G£TS IN idOUR UA!d: GDI, NOD, OR UISITOR. 





[priniaru objectiues] 


1. Capture both GDI Construction Vards 

2. Capture or destroy all GDI Barrachs^ 

Ular Factories, and Airfields 

3. Capture both alien Drone Platforms 

4. Capture or destroy all alien Grauity 

Stabilizers, Portals, and Ularp 
Spheres 

' 


[Bonus Objectiues] 


^ 

1. Build a mammoth Tank 

2. Build an Annihilator Tripod 




I 

I 
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[ocquirable Intel] 



I ureas of interest] 

^ 

1. Nod base 

2. GDI Construction Vards 

3. GDI unit production facilities 

4. Serin Drone Platforms 

5. Serin unit production facilities 

6. mutant Houel 

\ 




GDI must be alloLueij to annihilate the 
Serin here in Italy. Your initial outpost 
has no structure proijuction capabilities 
and also lacks any means of producing 
vehicles or aircraft. This mon’t do. 
Select one of your four Saboteurs and 
assign it to a group, then do the same 
Luith another. Send the first Saboteur to 
infiltrate the GDI base at the southmest 
corner of the region, and move the 
other to the GDI base at the battlefield’s 
northmest corner. Leave your other tmo 
Saboteurs at base. 
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The Serin and GDI are too inuolued with 



Hod Campaign 


their own conflict to consider your 
meager presence in the region a threat. 
They won't attach your forces in any 
way until you assault them directly or 
capture one of their structures. 

iLi fliki ljl-i li i ill I I r i in 



Position your first Saboteur right next 
to GDi’s southuuest Construction Yard 
and station your other Saboteur ciose to 
their northmest Construction Yard. Lllhen 
both Saboteurs are in position, order 
the first one to capture its Construction 
Yard, then quickiy do the same Luith the 
second. You must act fast or GDi uuiii 
kiii your second Saboteur before it can 
capture its Construction Yard. 
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After ordering your first Saboteur to 
capture the southwest Construction 
Vard. double-tap the number hey to 
which you bound the other Saboteur 


to buiid GDi structures, it aiso causes GDi to viem you as a threat from this point 
foriuard. For nom, return your attention to your initiai Nod encampment, and begin 
construction on a GDi Pomer Piant and tuuo Refineries. Piece each Refinery next to 
one of the tmo Tiberium Fieids near your Nod base. Buiid tmo GDi Lllar Factories 
next, setting them at the northern end of your outpost, and queue up tmo addi- 
tionai Harvesters at each one. Finaiiy, construct a GDi Command Post, foiioLued 
by a Tech Center. Dnce aii of these structures are in piace, begin roiiing Mammoth 
Tanks out of your Lllar Factories. Research the Raiigun upgrade at your GDi Tech 
Center as Lueii to increase the attack poLuer of these massive tanks. 





GDi forces uuiii eventuaiiy begin to 
assauit the Construction Yards you’ve 
stoien from them. Though these struc- 
tures are quite resiiient, they mon’t hoid 
out forever. Use Repair Mode to keep 
them up and running ijuhiie you buiid 
Mammoths back at your initiai Nod 
outpost. Dnce you’ve amassed eight 
Mammoth Tanks, send them to assauit 
the southuuest GDi base. Dbiiterate aii of 
its defenses and structures, but ieave the 
LUar Factory there intact. 


Rfter crippiing the southuuest GDi base, 
order your Mammoths to neuter the north- 
uuest GDi base in a simiiar fashion. Spare 
no GDi structures this time; destroy aii 
of their Rirfields aiong uuith their base 
defenses to ensure the survivai of the 
Construction Yard you captured there. 
Rfteruuard, set douun a Lllar Factory in 
front of the Construction Yard so your 
uuar-torn Mammoths can receive some 
much-needed repairs. Beef up your 
forces here by assembling additional 
Mammoths as uuell. 



to quichly select him and center 


your uiewpoint on him. Then immedi- 
ately right-clich its Construction Vard 
to hand down the capture command. 
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Lllhile your Mammoths assault the 
northuuest GDI base, send out a second 
group of four to six tanks from your initial 
Nod outpost to defend your southuuest 
GDI Construction Yard from possible Serin 
incursions. Lllhile this second group of 
Mammoths is en route, build a GDI RPC 
from one of your Lllar Factories and load 
it uuith a Saboteur. Then send the RPC to 
the southuuest GDI base, unloading the 
Saboteur near the LUar Factory there and 
ordering him to capture the structure. 

This brings a neuu bonus objective to light: build a GDI Mammoth Tank. Hey, uuhat 
a great idea! Go ahead and queue some up to further fortify your southuuest GDI 
base, completing the first bonus objective in the process. 


I 


Capturing both GDI Construction 
Yards completes the first primary 
objective and grants you the ability 


r lllll■llll ■iiiiQ 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 








PRIIYIA Official Game Guide 


From this point fonuard, simpiy focus 
on harvesting resources and amassing 
absurd numbers of Mammoth Tanks. You 
need at ieast 20 of these behemoths 
to storm the Serin bases to the east, 
as they’ii be turtiing up mith a host of 
Rnnihiiator Tripods. LUhen you’re ready 
to go, send Mammoths from aii three of 
your bases in a massive steamroii attack 
against the Serin. Back these tanks up 
Luith a feiij Rigs if you iike, to keep them 
in good repair as they smash through 
Serin’s defenses. 


Crush every Serin unit and structure, sparing oniy their tmo Drone Piatforms and 
one of their northeast Lllarp Spheres. Rfter crippiing the Serin, send Saboteurs to 
capture the Lllarp Sphere, along mith one of their Drone Platforms. Capturing the 
Lllarp Sphere calls attention to a nem bonus objective: assemble a Serin Rnnihi- 


iator Tripod. You’ve got to climb Serin’s 
tech tree a bit in order to reach these 
heavy malkers; start building Serin 
structures until you’re able to do so. 
Capture the other Drone Platform after- 
mard to complete your final primary 
objective, bringing the Brotherhood one 
step closer to their glorious ascension. 


Kane's Tower 



yOiJR MAIN OBJCCTIUC H£R£ IS TO PR0T£CT TH£ FINAL ALI£N T0U£R BS ANNIHILATING TH£ GDI F0RC£S THAT AR£ 
ASSAULTING IT. IT UONT B£ £ASy. GDI HAS HAD PL£NTy OF £HP£RI£NC£ KNOCKING TH£S£ THINGS DOUN 
AND IS ATTACKING TH£ ALI£N BAS£ SURROUNDING TH£ FINAL T0U£R UITH R£L£NTL£SS D£T£RMINATION. 

TH£ PHAS£ G£N£RAT0RS THAT PR0T£CT TH£ T0U£R ITS£LF AR£ GDI'S PRIMApy TARG£T. DO NOT L£T GDI D£STR0y 
TH£M. GDI IS ALSO £MPL0yiNG JUGG£RNAUTS TO BOMBARD TH£ BAS£. US£ yOUR COMMANDO TO SNIPS TH£IR 
CR£US, TH£N US£ A SABOTSUR TO TAK£ TH£M 0U£R. TH£R£ IS ALSO A SMALL AIRBASS TO TH£ NORTH— B£ST TO 
DSSTROy IT. 



[Primaru objectiues] 


1. Defend the alien Phase Generators 

2. Destroy the GDI bases 




[acquirable Intel] 


The Key to the Future: Part II 


[Bonus Objectiues] 


^ 

1. Capture three GDI Juyyernauts 

2. Destroy the GDI Ion Cannon Control 

Centers 


[areas of interest] 




1. Nod base 

2. Serin Toujer/Phase Generators 

3. GDI Juyyernauts 

4. GDI bases 


for your Scorpions near your base’s 
east Refinery; GDI assault groups mill 
soon strike from that direction. 




This is it. Commander: the time has 
come for you to finally see Kane’s 
glorious vision realized. GDI must not be 
allomed to destroy the Phase Generators 
protecting the Serin Tomer. You’ll need to 
amass a heavy air presence to min the 
day here; begin by building a Refinery 
and setting it to the north of your ULIar 
Factory. Then queue up three additional 
Harvesters at your Lllar Factory, follomed 
by six Scorpion Tanks. Set a rally point 


Rs you go about the aforementioned 
tasks, simultaneously fortify the east 
side of your base mith a Laser and 
Shredder Turret to combat inbound GDI 
infantry and vehicles. RIso make sure 
the majority of your Harvesters are 
gathering resources from the northern 
Tiberium Field, mhich is far more 
secure. 
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Rs soon as you're able, construct a 
Tech Lab so you can gain access to 
advanced units and upgrades. Rfter 
placing your Tech Lab, construct an Rir 
Touuer and fill its hangars Luith Vertigo 
Bombers. Then upgrade your PoLuer 
Plants luith Liquid Tiberium Cores to 
increase their poLuer output. Finally, 
build tLuo Obelisks of Light to further 
fortify the east side of your base, 

Luhich by this point Luill be under heavy 
assault from GDI infantry and vehicles. 





□nee you’ve built four Vertigos and 
are able to defend your base Luithout 
much trouble, send your quartet of 
bombers northeast to assault the four 
GDI Juggernauts that are firing on 
the Serin Phase Generators from the 
battlefield's central plateau. Ignore the 
Juggernauts for nom and instead order 
your Vertigos to strike at one of the 
tiuo RR Batteries on the hill — it takes 
a full payload of four bombs to destroy 
each one. Rs your Vertigos assault the 
RR Batteries, queue up six Venoms at 
your Rir Tomer and begin researching 
the Laser Capacitors upgrade at your 
Tech Lab. RIso, begin construction on a 
Temple of Nod. 



□nee both RR Batteries have been 
destroyed, send your Venoms to assault 
the Zone Troopers and Juggernauts on 
the central plateau. Have your Vertigos 
support your Venoms as needed, and 
simultaneously train four Saboteurs from 
your Hand of Nod. Dnce your aircraft have 
secured the plateau, order Carryall trans- 
ports for your Saboteurs, then send them 
to capture the Juggernauts to gain some 
serious firepomer and complete the first 
bonus objective. 


Dnce your Temple of Nod is in place 
and charging up a nuke, build a second 
Rir Tomer and train another four Vertigo 
Bombers. If you have any resources to 
spare, devote them to building Venoms. 
Send your Venoms to defend your 
Juggernauts on the plateau against 
possible GDI assault groups, and also 
use them to assault GDI infantry and 
vehicles that move against Serin’s base. 
Put your captured Juggernauts to use 
by firing on remote GDI targets about the 
battlefield, such as the Rirfield to the north 
against Serin’s base. 



and any Mammoth Tanks that move 
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CONQUER 


Send your Vertigos on regular 
bombing runs against GDI’s northeast 
base as you ready another nuke. Strike 
at their Lliar Factories and Barracks. 
Continue to produce Venoms, using 
them and your Juggernauts to thmart 
the attempts of GDI’s assault groups at 
breaching Serin’s defenses. Don’t move 
your Venoms too close to Serin’s base, 
though: they aren’t exactly on your 
team, and they’ll fire on your aircraft if 
given the chance. 


GDI Luill eventually construct an 
Ion Cannon Control Center and begin 
charging their Ion Cannon superiueapon 
Don’t luaste a nuke on this facility: use 
your Vertigos and Juggernauts to oblit- 
erate it instead. Destroying this facility 
completes the second bonus objective. 


The moment your nuke is ready, launch 
it at GDI’s southeast base. Strike at the 
heart of this outpost to completely deci- 
mate it Luith one lethal attack. This stems 
the floLU of GDI assault groups against 
your base: your only Luorry noLU lies in 
keeping GDI assault teams amay from 
those Phase Generators. 




Keep up the pressure on GDI’s north- 
east base Luith your Vertigos until 
you gain access to another nuke. 

The moment you do, launch it against 
GDI’s base to completely decimate 
it. If any key structures happen to 
survive the nuclear blast, simply use 
your Vertigos to obliterate them. Rnni- 
hilating GDI’s final base completes 
your tLuo primary objectives. Fantastic 
Luork, Commander: you’ve ensured the 
survival of the Serin toLuer, and uulth it, 
the glorious ascension of the Brother- 
hood of Nod. 
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london 




FOReMAN, you'ue Been coMMissioNeD a small arms to begin attacking the major indigenous 

S POPULATION CENTER ON THE ISLAND NEAR CONTINENT THREE. THIS ATTACK LULL PROCEED IN 

5 CONCERT UITH OTHER ASSAULTS ON ALL SIGNIFICANT POPULATION CENTERS. THE INTENT IS TO 

I DISTRACT THE INDIGENOUS POPULATION FROM INITIAL THRESHOLD CONSTRUCTION AND INTIMIDATE 


THEM TO THE POINT UHERE THEU LULL NOT THREATEN ONGOING CONSTRUCTION EFFORTS. ASSESS 
DEFENSIUE AND OFFENSIUE CAPABILITIES. ELIMINATE ALL LIFE FORMS UOU COME ACROSS. 


\s. 


[Primary Dbjectiues] 




1. Destroy 15 ciuilian buildings in the city 

2 . Destroy the GDI presence 




[oreasofinterest] 


[Bonus Dbjectiues] 


[ncquirable intel] 


1. Destroy Parliament and Biy Ben 

2 . Destroy Buchinyham Palace 

3. Construct Growth Accelerators at 

^ each of the Ichor Fields ^ 


All Units Functional 
Uneupected Deuelopments 
A Campaign of Distraction 



■X. 




1. Serin insertion point 

2 . Ichor [Tiberium) Fields 

3. GDI infantry base 

4. GDI armor [uehicle] base 

5. House of Parliament and Big Ben 

.6. Buckingham Palace > 



There seem to be no defensive forces 
for you to assess in this zone. Perhaps 
destroying some of the surrounding 
structures uuiii convince the indigenous 
popuiation to send a force for you 
to combat. Order your initiai depioy- 
ment of Seekers and Disintegrators to 
destroy 15 nearby civiiian structures, 
aiong Luith anything that gets in your 
may. Doing so completes the first 
primary objective and should provoke a 
militant response. 




M 


lllll■llll ■iiitiBii 

Protected by copyri 

ght. Unauthorized or unh 

awful copying 

or downloading expressly prohibited. 










serin Gun uialher 


V 


Hlitei 


IIHII III 


The Serin refer to Tiberium as Ichor. 
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scnnnisintegratnrs 





Unit cost: 300 
Time to train: 3 sec 


Disintegrators are Serin’s basic 
anti-vehicie/structure infantry. 
They’re iargeiy ineffective against 
other infantry, but Disintegrators 
are quite vaiuabie luhen it comes 
to overrunning enemy bases forti- 
fied Lilith armored units. Vehicies 
not intended to combat hostiie 
infantry have very fern options 
against Disintegrators, as even 
roiiing over them to crush these 
creatures inflicts severe damage 
to the vehicie mhen the Disintegra- 
tors expiode. Disintegrators have 
a iimited attack range, and uniike 
most other infantry units, they’re 
unabie to garrison buiidings; these 
tmo drauibacks often speii their 
demise mhen pitted against other 
basic infantry units, such as GDi 
Riflemen and Nod Miiitant Squads. 



■ nail III 


Destroy the buildings to the south- 
uiest of the nearby Ichor Field. This 
clears an ideal site for you to estab- 
lish a foruuard base. 



Unit cost: 800 
Time to build: 8 sec 


Seekers are light anti-vehicle/ 
aircraft units mho often form the 
backbone of Serin assault forces. 
Though lightly armored, their 
impressive speed and natural 
ability to detect stealth make 
them perfect scouts. Seekers 
are extremely dangerous in large 
packs, and they can combine mith 
Serin Buzzers for improved defense 
and anti-infantry capabilities. 



ULlell done. Foreman; the battlefield 
expands and the indigenous population 
quickly responds mith aggressive forces. 

These GDI morms start establishing 
tmo outposts: one to the northeast and 
another to the southeast. You must 

annihilate both encampments. Fortunately, you’re given a Drone Ship to help you 
set up a base of your omn, along mith four Gun ULIalkers to help you combat GDI 
infantry. Move the Drone Ship to the nearby Ichor Field, then unpack it to form 
a Drone Platform and enable structure production. Lllhile the Drone Ship is in 
transit, order your Seekers to fire on the southmesternmost nodes of the forcefield 
surrounding the Ichor Field so your Harvesters may access it. 



Unit cost: 700 
Time to build: 7 sec 


Gun Lllalkers are similar to 
Seekers, except they move a bit 
slomer due to their heavier brand 
of armor. They’re also designed 
to shred through enemy infantry 
and aircraft rather than vehicles. 
Though these freakish-looking 
units malk about on six spindly 
legs, they are in fact vehicles. R 
Gun ULIalker’s defensive and anti- 
infantry capabilities can be signifi- 
cantly enhanced by combining 
them mith Serin Buzzers. 



Once your Drone Platform is in place, 
begin construction on an Extractor, 
follomed by a Reactor. Then begin 
fortifying your base against GDI 
infantry raiders by creating Buzzer 
Hives, setting them near your Ichor 
Field. Build tmo ULIarp Spheres next 
so you may begin amassing legions 
of Seekers and Gun Lllalkers. Rfter 
placing your first LUarp Sphere, queue 
up three Harvesters to increase your 
Ichor inflom, then start producing the 
aforementioned combat vehicles. 


Il■ll III 


Though Serin structures haue some 
very unusual names, the aliens' tech 
tree is quite similar to that of Nod 
and GDI. 
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serin stornirider 


serin Buzzers 


Unit cost: 200 
Time to train: 2 see 

These SLuarms of small, razor- 
llke Insects may not be the most 
Intelligent life forms In Serin’s 
military, but their effectiveness 
against hostile infantry cannot 
be denied. Though Buzzers must 
move into contact mith enemy 
soldiers in order to shred them, 
they’re extremely fast and can 
close the distance uulth frightening 
speed. Buzzers are also able to 
instantly clear buildings garrisoned 
by enemy troops, making them 
extremely useful in urban marfare. 
They can also be combined mith 
many Serin vehicles, increasing 
the vehicle’s defense and anti- 
infantry promess. 


Unit cost: 1,500 
Time to build: 15 sec 


Continue building Gun Lllalkers 
and Seekers from your three Lllarp 
Spheres to amass large armies of 
both units. Seekers are better at 
destroying structures, so build tmo 
of them for every Gun LUalker. RIso 
construct a Nerve Center follomed by 
a Gravity Stabilizer so you can begin 
building Stormrider aircraft. Fill the 
Gravity Stabilizer’s landing pods mith 
four Stormriders to construct a formi- 
dable air presence. 


Stormriders are the backbone of 
Serin’s incredibly pomerful airforce. 
Each Gravity Stabilizer can hold up 
to four Stormriders, mhich can be 
ordered to dock at these structures 
to receive repairs. These craft are 
fast and surprisingly sturdy, and 
they’re armed mith potent lasers 
that can quickly melt domn enemy 
aircraft and vehicles. Unlike every 
other aircraft unit capable of docking 
for repairs, Stormriders never run 
out of ammunition or need to reload 
their meaponry. They also receive a 
significant armor bonus mhen posi- 
tioned amid Ion Storms generated 
from Serin Storm Columns and Plan- 
etary Rssault Carriers. 
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Lllhen you have 10 Seekers and 
10 Gun Lllalkers to spare, send them 
north, along mith an Explorer, to estab- 
lish an outpost near the northern Ichor 
Field. Set domn a Refinery near the 
Ichor Field as soon as your Explorer 
unpacks into an Outpost structure, then 
place a Lllarp Sphere near the bridge to 
the east so your vehicles can receive 
repairs as they mard off GDI assault 
groups. 


Lllhen you’re ready, send 5 to 10 Gun 
Lllalkers and 15 to 20 Seekers from each of 
your bases to assault both GDI outposts. 
Continue building reinforcement units as 
you send these forces into the fray. Lllhile 
conducting these battles, send your Storm- 
riders to assault the House of Parliament/Big 
Ben structure that stands betmeen your tmo 
bases. It’ll take a mhile for them to destroy 
the structure, but doing so completes the 
first bonus objective. 


■ nail III 


Ulhile assaulting GDI. send a handful of Gun Ulalhers to attach Buchingham 
Palace, which stands at the northwest corner of the city, level the structure to 
complete the second bonus objective. 


Set your forces to Rggressive Stance 
([Ml+IXI) and keep assailing both GDI 
outposts until nothing remains of them. Dblit- 
erate their Construction Yards to complete 
your second primary objective and capture 
the city of London in the name of Serin. 

Not bad for your first operation on this little 
planet. Foreman. 


Place a Growth Accelerator in the 
middle of your Ichor Field to enhance 
its regeneration rate. Placing Growth 
Accelerators at all three Ichor fields 
in the citg completes the third bonus 
objective. 







Mnnich 



TH£ HOSTIL£ INDIG£Ni:iiJS POPULATION IS MOR£ ADUANC£D THAN £HP£CT£D AND R£PR£S£NTS A CRITICAL 
THR£AT TO OUR FORC£S. DURING DIU£RSION ATTACKS ON TH£ MAJOR POPULATION C£NT£R OF S£CTOR 2-5. 
CONTIN£NT THR££, TUO OF OUR SCOUT SHIPS U£R£ DISABL£D IN-FLIGHT BU HOSTIL£ INDIG£NOUS FORC£S. 
TH£S£ SHIPS U£R£ CARRUING DATA NOD£S THAT AR£ CRITICAL TO THR£SHOLD CONSTRUCTION ACTIUITI£S. 
TH£ NOD£S ARC NOU STRANDCD IN CNCMU TCRRITORU. HCAUU LOCAL ACTIUITU IS RCPORTCD N£AR TH£ SCOUT 
SHIPS AND THIS ACTIUITU IS DISTRIBUTCD OU£R A UID£ AR£A— BUT CNCRGU FOR THCIR FORCCS S££MS TO B£ 
COMING FROM A LOCALIZCD SOURCC. CLIMINATC THIS SOURCC AND UOLI'LL SCCURC TH£ AR£A AND CLCAR TH£ UAU 
FOR R£INFORC£M£NTS. 



[primaru Dbjectiues] 


1. Plant the mastermind's manipulator 

deuice on the GOI Barrachs and 
train an Engineer 

2. Use the GOI Engineer to shut doiun 

the Defense Grid for the citg 


3. Destrog the GDI base 
— S ! / — 


[Bonus Dbjectiues] 


1. Keep gour mastermind aliue 
throughout the entire mission 
\ 



IIHII Hi 
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locqulrable Intel] 



I ureas nt interest] 

^ 

1. mastermind insertion point 

2. DeuourerTanh insertion point 

3. GDI Barrachs 

4. GDI Defensiue Grid Station 

5. GDI base 

6. Serin reinforcements insertion point 

\ 



You’ll learn to respect the poLuer and 
versatility of Serin’s Mastermind In 
this mission, Foreman. Masterminds 
are precious units, so do your best to 
keep this one alive. Begin by selecting 
the Mastermind, then Luait for a GDI 
Grenadier Squad to come its Luay. 
Quickly right-click on the Grenadier 
Squad to order the Mastermind to 
dominate their minds and take control 
over the unit. This alloLus you to issue 
commands to the Grenadier Squad as 
if it mere your omn. 


P 
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Once a mastermind has taken control 
of a unit it doesn't need to stay 
closeby. Vou can move a dominated 
unit quite a lony distance away from 
its controUiny mastermind. 


niDtei 
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Vou also have the use of two Serin 
Deuourer Tanks, who'ue crash-landed 
at the northwest section of the city. 
Vour mastermind can use its Teleport 
ability to bring the Deuourers close, 
but leave them be for now. They'll 
come in handy later on. 

. . . I .. . I. I. I .-> Il . .1. . . 


I serin fliastermind 





Unit cost: ],SQQ 
Time to train: 15 sec 


Masterminds are Serin’s most eiite 
infantry units. Uniike GDi and Nod 
Commandos, Masterminds aren’t 
designed for frontiine combat or 
structure-razing; they piay more 
of a support roie in Serin’s miiitary 
instead. For starters, Masterminds 
have the unique abiiity to take 
controi over enemy infantry and 
vehicies. This aiioms a Master- 
mind to turn the most poiuerfui 
unit in a hostiie assauit group 
against its peers. Masterminds 
can aiso remoteiy controi enemy 
structures using their Manipu- 
iator Device abiiity: this enabies 
Serin Commanders to use hostiie 
structures as they see fit — to train 



sciinDGUourerTanh 




There are ioads of defenses in 
Munich that can quickiy kiii your 
Mastermind if you’re not carefui. Keep 
your Mastermind out of harm’s may 
by moving it east aiong the southern- 
most edge of the city, hopscotching 
the Mastermind from one garrison-abie 
buiiding to the next. Rs you do so, 
send your dominated Grenadier Squad 
northeast to iocate a coupie of buiid- 
ings garrisoned by GDi infantry. Use 
your Grenadiers to quickiy ciear both 
buiidings, then aiiom a nearby GDi 
Predator Tank to siaughter the Grena- 
diers so they no ionger pose a threat to 
your Mastermind. 


Dnce the Grenadiers are no more, 
have your Mastermind exit its garrisoned 
buiiding and then use the Mastermind to 
take controi over the ciosest GDi Predator 
Tank. Continue moving the Mastermind 
east aiong the southernmost edge of 
the city, garrisoning it into buiidings for 
safety. 


Unit cust: 1,M00 
Time tu build: IN sec 


Next to Rnnihiiator Tripods, 
Devourer Tanks are Serin’s 
heaviest assauit vehicies. Their 
massive cannons fire iong-range 
biasts designed to smash through 
hostiie structures and obiiterate 
enemy armored units; this makes 
the Devourer perfect for base and 
outpost assauits. Rs their name 
impiies, Devourer Tanks are abie to 
consume nearby sources of ichor 
mith their Conversion Beam abiiity. 
This aiioms the Devourer to super- 
charge its cannon for an even more 
devastating attack. Rs mith most 
other Serin vehicies, a Devourer 
Tank’s defense and anti-infantry 
capabiiities can be enhanced by 
combining them mith Buzzers. 



nem units, for exampie. Finaiiy, 
Masterminds can use their Teie- 
port Units abiiity to quickiy marp 
Serin forces about the battiefieid. 
This aiioms crafty Commanders 
to stage surprise assauits, piace 
their forces at advantageous posi- 
tions during combat, or quickiy puii 
mounded units out of danger. 



Send your dominated Predator Tank 
northeast, using it to destroy every 
nearby GDi Lllatchtomer that stands in 
your may of reaching the GDi Barracks. 
This ciears a safe path for your Master- 
mind to approach and capture the 
structure. Have the Predator coiiect the 
numerous Heaiing Crates to keep it in 
good repair. 



Illll■llll ■IIIIQ 
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serin Planetary Assault carrier 
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^utioni 
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Other GDI Predator Tanks may moue to assault your Predator, or worse, the 
building your mastermind has garrisoned. Predators aren't good at combating 
infantrg, bouueuer, and tbeir attacks won't do much damage against your master- 
mind. Don't be afraid to have your mastermind enit its building and take control 
ouer a fresh Predator Tank should the need arise — ^just make sure to keep him 
far awag from GDI Ulatchtowers. 


Tluo LUatchtoiuers are stationed right 
next to the GDi Barracks you must 
capture. Use the Predator to destroy 
them both, then send it roiiing tomard 
a nearby biue Tiberium Fieid, mhich is 
guarded by fearsome GDi Sonic Emitters. 

RiioLU the Sonic Emitters to destroy the 
Predator then move your Mastermind out 
of hiding and use its Manipuiator Device 
abiiity to capture the GDi Barracks, 
immediateiy move the Mastermind into 
the buiiding to the east of the Barracks 
afterijuard, then train a GDI Engineer to complete the first primary objective. 




serin Deuasiatoriiiarsliip 





GDI mon’t viem one of their Engi- 
neers as a threat, so simply send 
the Engineer mest to capture their 
Defense Grid Station to shut doiun 
all of GDI’s Sonic Emitters in Munich. 
This clears the may for a huge Serin 
force to assault the city — multiple 
Serin Devastator LUarships, Planetary 
Rssault Carriers, and Rnnihilator 
Tripods storm in from the southmest, 
backed by fleets of Stormriders and 
Seekers. 


Unit cost: 2.M00 
Time to build: 2M sec 


No base assault is complete 
mithout the aid of Serin’s Devas- 
tator LUarships. These massive 
aircraft are built to decimate hostile 
structures and infantry mith their 
long-range artillery blasts, mhich 
blanket large areas and inflict 
tremendous damage. Though slom, 
these huge marships are very mell 
armored, and their defensive capa- 
bilities can be greatly enhanced by 
researching the Forcefield Genera- 
tors upgrade at Serin’s Technology 
Rssembler. Furthermore, Devas- 
tator LUarships gain a significant 
armor boost mhen positioned amid 
Ion Storms generated by Serin 
Planetary Rssault Carriers and 
Storm Columns. 
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Unit cost: 3,000 
Time to build: 30 sec 


Planetary Rssault Carriers are 
the largest vessels in Serin’s air 
fleet next to their colossal Mother- 
ships. These capital marships are 
so massive, they carry a host of 
smailer fighters mithin their huil. 
LUhen the need for battle arises, 
the Planetary Rssault Carrier 
sends out its fighters to darken 
the skies, raining terror domn on 
all enemy vehicles and structures 
belom. Though these fighters are 
destroyed mhen the Planetary 
Rssault Carrier is shot domn, 
doing so is no easy feat; Plan- 
etary Rssault Carriers are plated 
mith thick armor, and they can be 
outfitted mith Forcefield Generators 
to further enhance their defensive 
capabilities. Rs if this meren’t 
enough. Planetary Rssault Carriers 
are also able to generate localized 
Ion Storms to galvanize their armor 
plating, as mell as the armor of all 
nearby Serin aircraft. 


serin Anniiiilatornipoil 


V 




Unit enst: 3,000 
Time to build: 30 sec 


Rnnihilator Tripods are Serin’s most 
pomerful ground units by far. Faster 
than the malkers employed by Nod 
and GDI, Rnnihilators are also large 
enough to crush enemy vehicles 
underfoot. Their multiple lasers 
quickly inflict tremendous damage 
to enemy vehicles and structures 
from range, making Rnnihilator 
Tripods perfect units to employ 
for base assaults. Naturally, 
these malkers enjoy heavy armor 
plating, and they can be further 
protected by Forcefield Genera- 
tors researched at the Technology 
Rssembler as mell. R shielded 
Rnnihilator is a truly fearsome 
sight for the enemies of Serin to 
behold. 
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There's no need for finesse from 
this point fonuard. The GDi base to 
the north is your primary target, and 


Croatia 


, FOReMArT THE HUMANS' DATABASES FOR THEIR ICHOR-LO TECH- 
f NOLOGy ARE BEING STORED IN TUO FACILITIES IN THIS REGION. THESE 
DATABASES MAS HOLD THE KES TO UNDERSTANDING HOU AND 
Liny THE SIGNAL THAT BROUGHT US HERE PREMATURELy UAS 
GENERATED. CAPTURE THESE STRUCTURES AND SECURE THEM FROM 
THREATS By ANy MEANS NECESSARS. UE'UE ISSUED yOU ACCESS 
TO OUR CORRUPTORS. THEU SHOULD PROUE UERU USEFUL IN THIS 
REGION. 


you have more than enough forces 
to get the job done. Simpiy press 
to seiect aii of your units, then order 
them to Rttack Move directiy into the 
heart of the GDi encampment. Once its 
defenses have been crippied, set your 
forces to Rggressive Stance ([^+[a]) 
to have them compieteiy obiiterate the 
base, completing your final primary 
objective. Exceiient performance. 
Foreman. 



[primaruoiijectiues] 


[Bonus objectiues] 


^ 

1. Capture the tuio Nod information 

facilities 

2. Destroy the defenses around the 
^ information facilities 


1. Destroy the GDI base 




[ncquirable Intel] 




Premeditated Ichor-LQ Detonation 
Factions 

Attachs hy Indiyenous Populations Ulorseniny 


[nreasofinterest] 


1. Serin base 

2. GOI base 

3. Nod compounds/base 

4. mutant Houel 
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serin coiTuptor 


COIVIIVIAND 


Unit cost: 1000 
Time to train: 10 sec 

Corruptors are sIolu, Luell-armored 
vehicles that can be used to either 
harm Serin’s foes or heal allied 
units. They attack by speiuing 
short-range gobs of a liquidized 
Ichor-based substance that quickly 
eats aiuay at enemy infantry and 
structures. R Corruptor’s attack is 
so vile that it’s capable of instantly 
clearing structures garrisoned by 
hostile infantry. Since the Serin 
thrive on Ichor, the Corruptor’s 
attack can be used to heal 
mounded Serin units. This unique 
trait alloms Corruptors to function 
as support units for frontline Serin 
marriors until the time comes to 
besiege the enemy’s base. RIso, 
like many other Serin vehicles, 
Corruptors can be combined mith 
Buzzers for improved defense. 




IIHII III 


Queue up tmo additional Harvesters the 
moment your Lllarp Sphere is in place to 
ensure a steady stream of resources. Once 
your Portal is domn, start placing Photon 
Cannons about your base’s northern perim- 
eter, right in front of your Lllarp Sphere. 
Photon Cannons are your keys to security 
here, as GDI and Nod mill send little else 
besides vehicles at you. Place plenty of 
these defensive structures all about your 
base’s northern and eastern borders, and 
strive to keep them functional. 


Foreman, you must capture tmo 
compounds in Croatia that are being 
defended by the human forces knomn 
as the Brotherhood of Nod. GDI also 
has a base to the northeast and should 
be eliminated to ensure the safety 
of the Nod compounds. Drder your 
Drone Ship to unpack and then begin 
construction on an Extractor, follomed 
by a Reactor, a Lllarp Sphere, and a 
Portal. Set your Lllarp Sphere at the 
north end of your base and position 
your vehicles around it. You’ve been 
given tmo Corruptors to use during this 
operation: they’ll come in handy later, 
so do your best to keep them alive. 


Lllhile fortifying your base mith 
Photon Cannons, mork at constructing 
a fern Gravity Stabilizers, filling each 
one’s landing pods mith Stormriders. 
These aircraft are your keys to victory 
here in Croatia, as both your enemies’ 
bases are outfitted mith numerous 
advanced anti-vehicle/infantry 
defenses. Rs soon as you have eight 
Stormriders, send them to attack 
the GDI base, starting mith their RR 
Batteries. 


when your Stormriders haue 
sustained heauy damaye. order 
them to return to base and dock at 
their Gravity Stabilizers to receive 
repairs. Then send them back into 
thefray. 


^PtGl IIHII III 


Nod often strikes at your base before GDI. but GDI sends heavier units at you. 
such as mammoths and luyyernauts. Place Photon Cannons about your base 
quickly or you'll soon be overuibelmed. 





mil III 


If any walker units fall to your base defenses, quickly train Assimilators from 
your Portal to capture them. . , . . ^ 




■ 

W j 
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Dnce you’ve destroyed GDI’s RR 
Batteries, order your Stormriders 
to assault their RPCs, Pitbulls, and 
Mammoth Tanks, all of mhich are 
capable of attacking your Stormriders 
mith surface-to-air fire. Dnce you’ve 
crippled their anti-air defenses, begin 
destroying their unit-producing struc- 
tures, along mith their Construction 
Yard so they can’t replace these build- 
ings. Then simply set your Stormriders 
on Rggressive Stance (|^+[a 1) and 
iet them finish off the rest of the GDi 
base, completing the mission’s bonus 
objective. 
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Continue to fortify your base Luith 
Photon Cannons as you orchestrate 
your aeriai assauit on GDi. Lllhen your 
Tiberium Reid starts running ioLU, buiid 
a Grouuth Rcceierator to enhance its rate 
of regeneration, if you have resources 
to spare, buiid additionai Gravity Stabi- 
iizers and train more Stormriders — you 
reaiiy can’t have enough. 



, FORCMAN, you MUST PROTCCT TH£ TOUGR AT THRESHOLD 19 UNTIL ITS 
f CONSTRUCTION IS COMPLETe. EUERUTHING HANGS IN THE BALANCE: 
THE success OF UOUR OUERALL MISSION AND THE FATE OF 
THE RACE DEPENDS ON THRESHOLD 19 TOUER ACTIUATION AND 
PHASING, you NOLI HAU£ ACCESS TO ALL UOUR OFF£NSIUE AND 
DEFENSIUe CAPABILITIES. TAKE COMMAND OF THE BASE THAT IS 
ESTABLISHED TH£RE AND KE£P THE HOSTILE INDIGENOUS POPULA- 
TION FROM DESTROyiNG THE TOUER AT ALL COSTS. 



[ Primary objectiues] 


[Bonus Objectiues] 


1. Defend the toiAier 

2. Construct a Signal Transmitter and 

summon the mothership 

3. Guide and protect the mothership to 

the touier 


1. Destroy the GDI base 


I ureas nf interest] 


.x' 


[ncquirable intel] 




Threshold Ossemhlies Under Attach 
Threshold Touuer Construction 


1. Southeast Serin base 

2. Northwest Serin base/the touuer 

3. GDI base 


Rfter obiiterating GDi, send your 
Stormriders to assauit Nod’s base, 
Luhich has oniy tuuo 5RM Turrets for 
you to ujorry about. Destroy the SRMs 
first, then start assauiting Nod’s unit- 
producing structures and Construction 
Yard, just as you did against GDi. Keep 
up the pressure untii you’ve compieteiy 
annihiiated Nod’s base, securing the 
entire region in the name of Serin. 




GDi has a massive encampment to 
the northeast. Foreman. Expect them 
to strike hard at your southeast base, 
Luhere the majority of your advanced 
structures are iocated. Begin by forti- 
fying your southeast base uuith Storm 
Coiumns — these mighty defenses can 
quickiy obiiterate any type of threat, be it 
iand-based or airborne. Piace a number 
of Storm Coiumns near your north ichor 
Reid, as GDi assauit groups often strike 

from the north bridge. Riso queue up 

three Harvesters from your LUarp Sphere, foiiouued by five Rnnihiiator Tripods. 
Enhance your Luaikers’ defense by researching Forcefieid Generators at yourTech- 
noiogy Rssembier. 


IIBII III 


storm Columns are your keys to suruiuing GDI's relentless assault parties. Build 
lots of them and striue to keep them in good repair. 

^ 1^ < P I . > 


LUith Nod’s base compieteiy deci- 
mated, train tuuo Rssimiiators and 
send them north to capture both Nod 
compounds. This compietes your 
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GDI will periodically bombard your 




bases with Shockwave Artillery 
strikes. There's no defense ayainst 
these surprise attacks, and your 
frayile Eutractors are often their 
targets. Use | control | +R to monitor 
your structures' health and repair 
them as needed. 

. . li 5 1 I. I . . I. , . 



It doesn’t take long for GDI to send 
heavy assault parties against your 
northiuest base. Their intent is to 
destroy the toLuer before its construc- 
tion is complete. Fortify the east side of 
your northeast base by placing multiple 
Storm Columns near the east Ichor 
Field. RIso build tmo Lllarp Spheres and 
queue up three Rnnihilators at each. 
Finally, assemble a Gravity Stabilizer, 
filling its ianding pods uuith Stormriders 
and building Devastators for superior 
air defense. 


Serin foundries act just like GDI and Nod Cranes. Guild a Foundry or two to gain 
additional structure production gueues so gou can set down Storm Columns with 
great speed. 

hJl M I I I 4 



You begin Luith plenty of resources, so 
as you fortify your southeast base uuith 
Storm Columns and Rnnihilators, simul- 
taneously amass a fleet of Stormriders 
and Devastator Lllarships. Build a second 
Gravity Stabilizer and construct additional 
Stormriders and Devastators from there 
as Luell. Use these aircraft units, along 
Luith your Rnnihilators and potent Storm 
Columns, to repel all GDI assault groups. 



Vourtwo bases are connected by 
Serin Wormholes. If GDI assaults 
your northwest base with overpow- 
ering might early in the battle, send 
additional units through your south- 
east Wormhole to help repel the 
invaders. r ■ 
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Serin Campaiqii 
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Unit cost: 5,000 
Time to train: 50 sec 


Your final primary □bjective comes 
to light once the Mothership arrives: 
escort the Mothership to the tomer to 
evacuate Serin forces from Earth. GDI’s 
massive presence in the region pres- 
ents a serious threat to your Mother- 
ship, hoLuever. Before you send the 
Mothership drifting toiuard the toLuer, 
order all of the Rnnihilators, Devasta- 
tors, and Planetary Rssault Carriers 
you’ve assembled to assault the GDI 
encampment to the northeast. You 

should have plenty of units to get the job done by noLu; simply steamroll the GDI 
encampment until nothing remains, completing the mission’s bonus objective in 
the process. 


The Mothership is the most 
poLuerful unit in Serin’s army. 
Though this colossal vessel moves 
extremely slomly, it is heavily 
armored mith the thickest, most 
durable plating in existence. The 
Mothership’s only method of attack 
is the Catalyst Cannon, mhich 
strikes the ground beloLU mith 
tremendous pomer, sending out a 
large shockmave that obliterates 
everything nearby. The Mother- 
ship is unable to defend itself from 
airborne threats, so make sure 
to defend this precious unit mith 
Stormriders or other anti-air units. 


You gain a hoard of resources and a 
nem primary objective once the tomer 
is fully assembled: construct a Signal 
Transmitter so you can call for the Serin 
Mothership. You nom have access to 
this technology: build a Signal Trans- 
mitter, then use the Deploy Mothership 
support pomer it provides to cause 
the Serin Mothership to appear at your 
southeast base. 


Nom just sjt tjght and focus on 
defendjng both of your bases from GDI. 
Keep building Stormriders, Devastators, 
and Rnnlhllators as you place more 
and more Storm Columns mherever GDI 
seems to strike. Defend the tomer until 
Its construction is complete, fulfilling 
the first primary objective. 


Continue building Devastators and 
Planetary Rssault Carriers as your forces 
obliterate GDI. LUhen the GDI base has 
been completely decimated, send your 
Mothership floating tomard the tomer, 
mith a fern Devastators and Planetary 
Rssault Carriers to escort it there safely. 
You may encounter a GDI outpost or tmo 
along the may; if so, destroy them mith 
your escort craft before the Mothership 
drams near. 


!^|JlllHll III 


Nouu that you have a Signal Trans- 
mitter. you're able to assemble Plan- 
etary Assault Carriers. Vou should 
have plenty of Deuastators by now. 
so cancel all Deuastators in produc- 
tion at your Grauity Stabilizers and 
queue up loads of Assault Carriers 
instead. 


You complete your final primary objec- 
tive once the Mothership reaches the 
tomer. Lllell done. Foreman. Your perfor- 
mance on Earth has been quite accept- 
able and mill be duly noted as such. Lilith 
the tomer fully functional and impervious 
to attack, it’s only a matter of time before 
a vast force arrives to conquer Earth in 
the name of Serin. 
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Multiplayer Command £ Conquer \s back, and the vast amount of infor- 
mation found in this area of the guide luMI help you dominate the online 
competition. LUe begin uulth a look at the various modes, options, and 
ranking systems, then quickly move on to discuss basic and advanced 
multiplayer strategies. Faction-specific tactics then follouj, in uuhich uue 
shoLucase each faction’s greatest assets in a variety of common multi- 
player scenarios — including some very nasty co-op strategies. The later 
pages are devoted to the game's 20+ multiplayer battlefields, ujhere uue 
provide tips and labeled maps for each one. There's plenty of ground for 
you to cover here, so you’d best start reading! 



Rll of the strategies on the follouuing pages can be applied to both offline 
skirmishes played against computer-controlled opponents and actual 
online multiplayer matches. But before uue start dishing out the tactics, let's briefly 
discuss the larger aspects of these modes. 


Rusher: The computer faction uuill 
immediately begin assaulting your 
base uuith fast raiding parties, 
attempting to overuuhelm you uuith 
incredible numbers of light and 
medium units. Turtling is your best 
option for victory. 

Euerllla: The computer faction uuill 
use stealth, deception, and hit-and- 
run tactics against you, attempting 
to cause chaos and confusion, and 
to lure your forces into cunningly 
devised traps. Guerillas are hard to 
predict, but rushing is usually the 
best option. 
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To acquire a feel for how each faction 
will act under each type of Al person- 
ality. Chech their write-ups in the 
Faction Tactics section that follows. 



Skirmish mode 

Choose Skirmish from the Main Menu to access Skirmish mode. Skirmishes are 
exciting offline battles played against one or more computer-controlled adver- 
saries. Your goal in a skirmish is simple: annihilate the opposition by destroying 
all of their units and structures. If you like, you can even place computer- 
controlled allies on your team, allouuing you to participate in grand-scale offline 
uuars. Skirmish mode is a fantastic uuay to test out your multiplayer tactics and 
sharpen your skills uuhen you're unable to connect to the Internet, or uuhen you 
simply don’t uuant to play against human opponents. 


multiplayer mode 
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Choose Multiplayer from the Main 
Menu, then select either Netujork, 
Online, or Replay to visit that mode. 
Multiplayer matches are just like skir- 
mishes, except they’re played against 
other human opponents. Here's a 
quick rundouun on the tuuo multiplayer 
modes: 



You have complete control over all 
aspects of a skirmish match. You choose 
uuhich map to play on and determine 
uuhat the basic rules uuill be, including 
game speed and initial resources. You 
also get to choose houu many computer 
allies and opponents uuill be involved in 
the battle, uuhat faction they’ll use, and 
houu difficult they’ll be. You can even 
determine uuhat sort of strategy each 
computer-controlled force uuill employ. 


SPifPilsP mPe: piatcP setup 


Here’s a quick rundouun of the six strategic options, and houu you can expect the 
computer to act uuhen set to each one: 

Turtle: The computer faction uuill act like a turtle, securing itself behind heavy base 
defenses and thuuarting all of your attempts at cracking its shell. Rush tactics 
and heavy assaults are the last things you need to uuorry about against a turtler. 
Steamrolling is your best option for victory. 


Netujork mode: Host, join, observe, or 
provide live commentary for a local 
area connection (LRN) match. Your 
deeds in netuuork matches aren’t 
recorded in Command £ Conquer 3s 
online ranking system. 


Steamroller: The computer faction uuill invest heavily in tech-advancement 
facilities, climbing the tech tree as quickly as it can and eventually sending huge 
armies of advanced units against you. Rushing is your best option for victory. 


n 


■ 




IIHII Hi 


primagames.com 



Online mode: Go online and test 
your skills against the greatest 
competition of all: other online 
players from around the uuorld! 
Suuap strategies uuith friends, learn 
from your rivals, and see houu your 
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skills stack up through Command £ 
Conquer 3s dedicated online ranking 
system. You can also join matches 
as an observer, or spice up the fight 
as a reai-time commentator. 

Replays: Vieiu repiays of your most 
memorabie batties. Usefui for study, 
or just for iaughs. 
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Your oniine identity is represented by your Reputation insignia. This heips other 
piayers determine hoLU skiiied you are and hoLU much experience you’ve had at 
piaying oniine matches. Your Reputation insignia is made up of four individuai 
parts, as foiioius: 


Ranhed matches 

Lllhen piaying Command £ Conquer 3 
oniine, you have the option to partici- 
pate in either Ranked or Unranked 
muitipiayer matches. Piaying Ranked 
matches is the oniy Luay to increase 
your oniine Rank and ciimb the 
Command £ Conquer 3 Ranking 
Ladder — you’ii never ciimb the Ranking 
Ladder if you don’t participate in 
Ranked matches. 


Level: The marker in the center of your Reputation insignia represents your current 
Levei. This marker changes as you gain Levei Points by participating in oniine 
matches. 

Sportsmanship: The top-ieft corner of your Reputation insignia represents your 
Sportsmanship rating. Piayers you chaiienge to oniine batties get to vote on 
your Sportsmanship after each match, so fight nice! 

Skill: The top-right corner of your Reputation insignia represents your Skiii rating. 
This is an average of the votes cast by each of your oniine rivais. 

Favorite Faction: The background coior of your Reputation insignia denotes your 
favorite faction — the group you’ve used the most during oniine play. Blue is for 
GDi, Red is for Nod, and Purpie is for the Serin. 
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Beating opponents of a higher Ranh 
than you helps gou climb the Ranhing 
ladder with greater speed. Constantlg 
challenging low-Ranh Commanders 
won't cause gou to climb the Ladder 
uerg quichlg. Get out there and chal- 
lenge gourself! 


You aiso gain Levei points Luhen 
piaying oniine. These points heip 
you buiid up your oniine Reputation 
insignia, and they’re amarded regard- 
iess of luhether you piay Ranked and 
Unranked matches. Here’s hoLU Levei 
points are gained: 


Online level Points 

match Type 

leuel Points 

Ranked min 

+5 

Ranked Loss 

+2 

Unranked min 

+2 

Unranked Loss 

+1 
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level points help gou build up gour 
Reputation Insignia but won't affect 
gour placement on the Ranhing 
ladder. 



No matter uuhich faction you piay as, or Luhich one you’re battiing against, there 
are a number of generai strategies that miii heip you succeed Luhen piaying 
Command £ Conquer onUne. 

He Ulho Hesitates Is lost 



This is RTS Strategy 101: if you’re not 
moving faster than your opponent, 
you’re going to be overrun by superior 
numbers and advanced firepomer. Every- 
thing occurs in reai time in Command 
£ Conquer 3, so every second counts. 
Never rest on your iaureis pondering 
Luhat to do next; move quickiy and deci- 
siveiy, muititasking as much as possibie. 
ideaiiy, the vast majority of your strat- 
egizing shouid be done mentaiiy, before 
the match even begins. Once battie is 
under may, you shouid simpiy be executing your game pian mithout pause and 
reacting to your opponent’s moves. 


mdtei 
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Vou should never have too much Tiberium in reserve. If gou find gou've alwags 
got plentg of spare funds, gou're simplg not building units and structures 
quichlg enough. If gour production queues are all tied up and gou've got cash to 
spend, purchase some upgrades, repair gour base, or use a few support powers. 
Never sit still when you have resources to spend. , ^ ^ 
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Constructing certain structures eariy in 
a match, such as GDi and Nod’s Crane, 
provides you Luith additionai production 
queues, Luhich can heip you to buiid up 
your base defenses more quickiy and 
ciimb through the tech tree faster than 
normai. Of course, buiiding a Crane 
consumes funds and temporariiy ties 
up your Production Structure queue; in 
the short term, this sioLus your advance 
up the tech tree. The same basic prin- 
cipie appiies to the construction of 
multipie unit-producing facilities; doing so uuill alloiu you to flood the battlefield 
Luith troops tmice as fast as your opponent, at the short-term cost of funds and 
production time. You’ll need to Lueigh the advantages against the drambacks, 
but, generally speaking, it’s a good idea to build Cranes and Foundries, and to 
double-up on at least one type of unit-producing structure (vehicle-production 
facilities are usually best). 



Knouileilge Is Power 


Fortifying your base and building up an army is all Luell and good, but hoLU luIII 
you knoLU Luhat sorts of defense turrets and units to construct if you don’t knom 
Luhat your opponent is up to? For this reason (and several others), it’s mise to 
send scouts about the battlefield as early as possible. 








Rs the game unfolds, start using 
light vehicles to explore the battle- 
field; they’re faster and sturdier than 
infantry, and each of the vehicles in the 
folloLuing list can detect stealthed units 
(except for the Raider Buggy). Send 
these scouts to examine your rival’s 
base and learn its layout as quickly 
as possible. Search for meaknesses 
in his defenses and spot vulnerable 
structures — such as Pomer Plants — to 
assault Luith forthcoming raiding 
parties. 

RIso vieuj the types of units your 
opponent is constructing and adapt 
your game plan accordingly. For 
instance, do you notice tmo LUar Facto- 
ries? if so, then it’s a safe bet you’ll 
be battling lots of vehicles — favor anti- 
vehicle base defenses and focus on 
building armor-penetrating units. 


Infantry units make for ideal early- 
game battlefield explorers, as they’re the 
first units you’re able to deploy through 
the tech tree. Send infantry to explore 
the battlefield as you build up your base, 
searching for additional Tiberium Fields 
to secure and tech structures to capture 
Luith Engineers and the like. Early infantry 
units aren’t designed for base raids, so 
it’s Luise to keep them aiiiay from your 
opponent’s stronghold. RIso, favor anti- 
infantry soldiers at first, in the event that 
you encounter infantry scouts sent by 
your rival. 

The folloLuing infantry units are ideal for early-game exploration: 
GDI: Rifleman Squads and Engineers 
Nod: Militant Squads and Saboteurs 
Serin: Buzzers and Rssimilators 

■ ll■ll III 


Serin Assimilators become stealthed while standing still. Send them out in pairs 
to capture neutral tech structures, leauing one hidden nearby to recapture the 
structure in the event that a rival steals it away. 
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The folloLuing vehicles are luell 
suited to early and mid-game scouting 
operations: 

GDI: Pitbulls 

Nod: Rttack Bikes and Raider Buggies 
Serin: Seekers 


Using vehicles to harass your rival’s 
Harvester is another basic early-game 
strategy to employ. This tactic often 
requires a bit more firepomer than 
most scout vehicles bring to bear; 
medium-armored anti-vehicle units 
are better suited to the task. Send 
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tiuo or three such vehicles to strike at 
your enemy’s Harvester and give your 
opponent something to Luorry about. 
Lllhile doing so, continue to build your 
army and climb the tech tree at your 
base. Destroying your rival’s Harvester 
is a fantastic achievement, but don’t 
hesitate to retreat your vehicles if they 
encounter stiff opposition — a fleeing 
Harvester brings in just as much Tibe- 
rium as a dead one, and you never 
Ljuant to sacrifice your units if you can 
avoid it. 

The folloLuing vehicles are ideal 
for early and mid-game Harvester 
assaults: 

GDI: Predators and RPCs Lu/Missile 

Squads 

Nod: Scorpion Tanks 
Serin: Seekers 


HiDtei 
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Serin's Seehers are strong against 
enemg uehicles. so they serue 
double dutg as scouts and Haruester 
harassers. Combine them with 
Buzzers for a real earlg-game threat! 



proximity to your rival’s main stronghold. If you discover an enemy outpost in the 
Luorks, send another small raiding party to assault it. LUhile keeping tabs on both 
a Harvester and outpost assault can be tricky, imagine its effect on your oppo- 
nent: he’ll be scrambling to divide his forces in response. 
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mang battlefields are designed to be sgmmetrical, so if gou'ue discouered Tibe- 
rium Fields near gour base, chances are gou'll find others in similar pronimitg to 
gour rival's. 


Rbove all, keep in mind that these 
early-game assaults are only intended 
to hamper your opponent’s progress and 
upset his game plan. Your primary objec- 
tives in the early stages of a battle are to 
build up your forces mhile securing key 
areas of the battlefield, such as neutral 
tech structures and Tiberium Fields. 

Don’t over-commit to these initial incur- 
sions against your rival, and don’t leave 
your armored units alone to perish after 
issuing them an attack order. Retreat 
your vehicles to base for repairs as necessary, hoping to lure your rival’s forces 
into giving chase — and subsequently crashing against your base defenses. 




Enemy base expansion efforts are 
also primary targets for the aforemen- 
tioned vehicles. Crafty Commanders 
may try to establish auxiliary bases 
very early in a match to secure addi- 
tional resources, and this tactic can 
often determine a match’s outcome 
Luhen executed correctly. Hampering 
your opponent’s ability to secure addi- 
tional resources in this manner is a 
sound strategy, and the sooner you 
assault these auxiliary outposts, the 
easier they are to destroy. 
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when retreating your vehicles, always issue them the Reverse move command 
hg pressing @ before right-cliching to move them. Uehicles suffer an additional 
50 percent damage to rear attache! 


Naturally, aircraft make for perfect 
later-game scouts; they’re super-fast and 
can quickly reach any region of the map. 

Dnce you’re able to construct aircraft, 
stop assembling light scout vehicles 
and divert resources to the production 
of heavier ones, Luhich are better suited 
to assaulting your opponent’s base. Use 
your aircraft as scouts as you amass a 
fearsome ground force, moving to attack 
Luith your medium and heavy armored 
units Luhen the time is right. 

Most aircraft are fast enough to use as scouts, but the speed and price-points 
of the folloLuing vessels make them ideal for mid-to-late game aerial recon: 

GDI: Dreas 
Nod: Venoms 
Serin: Storm riders 



Rfter scouting your enemy’s primary 
base and initiating "operation Harvester 
harassment,’’ send a feiu more scouts 
to locate Tiberium Fields in close 
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good use of (and Luatch out for) 
the folloLuing units, each of Luhich 
possesses this pomerfui abiiity: 

EDI: Grenadier Squads 


Control and Conquer 

Battiefield dominance begins Luith a thorough knoLuiedge of the region and aii of 
its traits. Knoming the unique iayout of each battiefield alloLus you to formulate 
strategies in advance and act decisively throughout each match. Those mho fight 
in unfamiliar territory against a knomledgeable opponent are at an immediate 
disadvantage, so study the maps and think things through before meeting your 
adversaries on the field. 

Nearly every multiplayer battlefield 
features one or more neutral tech 
structures that can be captured (and 
recaptured) by utility infantry units, 
such as GDI Engineers. Lllhile the effect 
of capturing these structures varies 
depending on the facility, they all 
bestom important benefits to your forces, 
providing you mith significant advantages 
over your rivals. Thus, neutral tech struc- 
tures become highly sought-after prizes 
that should be captured as quickly as 
possible and defended against hostile recapture efforts. 

There are many different types of neutral tech structures: here are some of the 
most valuable: 

Uberlum SpIkBS and Silos: There’s nothing better than free resources, and these 
structures provide you mith just that. 

EMP Control Centers: These buildings give you access to free EMP blast support 
pomers, mhich can temporarily disable an entire force of enemy vehicles. 

Bcpanslon Point: Capturing these structures gains you a radius of Ground Control, 
alloming you to set domn structures and establish auxiliary outposts mith great 
speed. 
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Ule detail all of the uarious neutral tech structures near the end of the Factions 
portion of this guide; refer to those sections for additional information. 


Other advantageous structures to seek 
out are civilian buildings that can be garri- 
soned by infantry units. Garrisoning your 
troops inside of these neutral buildings 
provides them mith superb protection, 
alloming them to fire on nearby threats 
mithout fear of retaliation. LUhen fighting 
in urban environments that feature lots 
of civilian structures, pump out infantry 
units as fast as you can, sending them 
out to garrison as much of the city as 
possible. 

In addition, each faction has at least one unit capable of "clearing” structures 
garrisoned by enemy forces. This alloms them to instantly kill all of the hostile 
units inside a building mithout causing any damage to the structure itself. Make 
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Nod: Black Hands and Flame Tanks 
Serin: Buzzers and Corruptors 


Base EKpansion options 



□f course, the most vital areas to 
secure at any battlefield are Tberium 
Fields. Establishing outposts at these 
sites in the early stages of a match 
is somemhat risky, but it can pay 
huge dividends later on, as you’ll have 
access to tmice as many resources as 
your adversary. Since base-expansion 
vehicles (such as GDI’s Surveyor truck) 
are assembled at the Construction Yard/ 
Drone Platform, it’s possible to begin 
establishing an auxiliary outpost from 
the very start of a match — and daring 
Commanders mill often do just that. 
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Blue Tiberium Fields are especially 
valuable, as their crystals are twice 
as potent as the common green 
uarietg. Don't enpect your rivals to 
give up these regions without a fight. 
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Rnother method of early-game base 
expansion is to quickly construct a 
Crane/Foundry and then pack up your 
Construction Yard/Drone Platform into 
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an MCV/Drone Ship, moving the unit 
to a nearby Tiberium Fieid and then 
unpacking it again luhen it arrives. 
This maneuver has the advantage of 
providing you Luith a much stronger 
foriuard base, as Construction Yards/ 
Drone Piatforms have 10 times the 
heaith of unpacked Outposts. Buiiding 
a Crane/Foundry is a criticai first step 
in this tactic, hoiuever; if you don’t, 
you Luon’t be abie to produce struc- 
tures Luhiie your MCV/Drone Ship is in 
transit! 



multiplauer 
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Sich of tying up your War Factory/Warp Sphere with the assembly of additional 
Haruesters? Construct a second Refinery/Entractor instead, then immediately 
sell the structure. This essentially giues you a Haruester at fair cost, and 
although it tabes twice as long to build, selling the Refinery gains gou a free 
infantry unit for your trouble. 
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If you build two or more Cranes/ 
Foundries before packing up your 
Construction Vard/Drone Platform, 
you can queue up base defenses 
to deploy around your Construction 
Vard/Drone Platform the moment it 
reaches the Tiberium Field, while 
still being able to fortify your main 
base with stationary defenses. 
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immediate base expansion isn’t 
for everyone, of course. Some 
Commanders don’t iike dividing their 
forces unti! they’re ieft luith no other 
option, if you’re not keen on the idea of 
estabiishing an eariy outpost, buiid one 
or tuuo additiona! Harvesters to speed 
up your resource coiiection instead. 

You may even Luant to construct an 
additiona! Refinery/Extractor to ensure 
that your Harvesters never need to 
Luait before depositing their Tiberium. 
These tactics grant you the same 
basic benefits you get from securing a 
secondary Tiberium Fieid: your infiouu 
of resources becomes substantiaiiy 
increased. You’!! cheiu through your 
initia! suppiy of Tiberium in short order 
though, and you may need to venture 
out and secure another Tiberium Field 
later in the battle. 


Base Construction 101 

? Haphazard base construction is a 
I common mistake that’s quickly capital- 
I ized on by veteran Commanders. Fortu- 
' nately, it’s an easy problem to correct. 
The trick lies in training yourself to think 
about the environment, then placing your 
structures and base defenses accord- 
ingly. Rs the battle begins, consider 
I Luhich direction(s) your enemy is likely 
to attack from, then folloLU these basic 
I guidelines: 


Poiuer-supplylng structures should be placed near the rear of your base, farthest 
aiuay from possible hostile entry points. These buildings are easily destroyed, 
and losing just one of them can cause a traumatic poiuer outage. 

Defense turrets should be positioned about your base’s foriuard perimeter, 
providing even coverage against all unit types. Modify your defenses once 
you’ve determined luhich types of units your rival is likely to send against you. 

Infantry-production facilities should be stationed in the middle of your base, a 
good distance from the perimeter. These structures are surprisingly fragile. 

Vehlde-productlon facilities are best set near your base’s foriuard perimeter, in the 
middle of your netiuork of defense turrets. These structures are quite sturdy and 
luill automatically repair nearby vehicles, keeping your armored forces in good 
repair as they defend the frontline. 

Tech-advancement structures should be set near the rear of your base. LUhile 
some of these structures are fairly sturdy, others are much easier to destroy. 
Knoiu luhich ones can take the heat and luhich ones can’t, and place them 
accordingly. 

Rlrcraft-productlon facilities are best kept near the rear of your base; these 
structures are extremely vulnerable, and any aircraft docked at them luill be lost 
if the structure is destroyed. 

These aren’t hard-and-fast rules, mind you; some battlefields and scenarios luill 

require subtle creative variations to the above guidelines. Keep these general rules 

in mind, but aliuays look for luays to improve the layout of your base. 
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Placing structures in relation to your rival’s position on the battiefield is a fairly 
straightforiuard task, but the decision to keep your base tight or spread it out 
requires a bit more thought. Both options present their OLun advantages and drauu- 
backs, and depending on the size and shape of the battlefieid — and your omn 
unique style of command — you may find one option to uuork better for you than 
the other. 



The greatest advantage of a smaller, 
compact base is that it’s much easier to 
defend compared to a sprauuling layout. 
Each defense turret you place is able to 
cover more ground at a compact base, 
and it takes less time for defending units 
to move and respond to attacks from 
various angles. On the other hand, a 
compact base design is extremely vulner- 
able to devastating area-of-effect (RoE) 
attacks, such as EMP blasts and super- 
Lueapons. Though this sort of Lueaponry 
usually isn’t employed until the later stages of a battle, it only takes one or tmo 
strikes to cripple a compact stronghold. For this reason, tight base design tends 
to be favored by rush-happy Commanders mho have no intention of alloming their 
adversaries to bring supermeapons online. 


By contrast, a spramling base layout is 
harder to defend initially, as your defense 
turrets must be spread thin and it takes 
longer for your units to react to assaults 
on multiple fronts. Homever, this base 
design has a greater rate of survival 
against later-game RoE and supermeapon 
assaults. In addition, spacing out your 
structures greatly increases your Ground 
Control, alloming you to place defense 
turrets across a larger portion of the 
battlefield; this can be a great may to 
conjoin your bases and outposts, securing mhole regions of a map. 

Base Delense 

Your base and outposts mill almays be the primary targets of your enemies, 
so establishing proper defenses is crucial. Defense turrets are the easiest and 
most effective mays to protect your base from enemy-raiding parties; they’re 
quite pomerful, easy to repair, and they’re all accessed from the Support Struc- 
ture queue — this means building them mon’t hamper your ability to place produc- 
tion structures and advance along the tech tree. Rs long as you have funds to 
devote to base defense, you should be constructing and placing turrets about 
your base. 



Until your scout vehicles have helped 
you to determine mhich sorts of units 
your adversary is favoring, it’s best to 
begin mith an even spread of defense 
turrets, placing tmo or three in some- 
mhat regular intervals along your 
base’s formard perimeter. This helps 
mard off enemy attackers, alloming 
you to send the majority of your forces 
into the battlefieid to secure vital areas 
and pester your rival mith hit-and-run 
assaults. Start mith a mix of anti- 
infantry and anti-vehicle turrets, making 
sure your base’s key structures — such 
as your Refine ry/Extractor — are 
covered. Lllait to add anti-aircraft turrets 
later; it mill take time for hostile aircraft 
to come at you. 
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Euery defense turret detects steal- 
thed units — another good reason to 
place them around your base. 
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Rs the battle unfolds, and as you 
send scouts to examine your oppo- 
nent’s base, you’ll soon discover mhich 
types of units your adversary mill be 
sending against you. Put this infor- 
mation to use and modify your base 
defenses accordingly. For example, if 
your adversary isn’t using vehicles in 
favor of a large aerial presence, you 
might as mell sell off a fern of the anti- 
vehicle turrets you’ve built and devote 
those funds to placing additional anti- 
air defenses. 
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Your Lllar Factories/LIIarp Spheres 
are key elements in base defenses as 
Luell. These vehicle-producing struc- 
tures automatically repair all nearby 
armored units stationed Luithin their 
repair radius, helping to keep your 
vehicles in good shape as they defend 
your base from enemy incursions. Lllar 
Factories and Lllarp Spheres are also 
quite resilient to attacks and easy to 
repair so don’t shy amay from placing 
them close to the frontline — just make 
sure they aren’t destroyedi 


Immediately queue up reinforcements. Use all of your unit-producing facili- 
ties and favor lighter units that can be deployed Luith speed. Right-click to set 
rally points for your unit-production facilities so that neiii recruits automatically 
move to the frontline. If your enemy is using Lualkers, train some utility infantry 
to capture them once they’ve fallen. 

3. In the event of a pomer outage, quickly shut doLun a structure or tmo to restore 
poLuer to your base’s defense turrets. Start luith any defenses that Luon’t help 
you repel the attack. Once you’ve brought your base defenses back online, 
build a replacement Poiiier Plant/Reactor. 

M. If your base is simply being overrun, consider cailing your field units back to 
base to help you repel the attackers. If you choose this option, have these 
reinforcements target enemy vehicles mhen they arrive; they’ll hit them from 
behind, dealing extra damage. 

5. On the other hand, if your enemy has left his base largely undefended, and you 
think your base defenses can repel his incursion force, you may mant to stage 
a counterassault against his base mith yourfieid units instead, fl poLuerful 
enough force often causes your rival to break off his offensive and recall his 
units to his base. 


leclilng up 



No matter hom tight your base 
defenses may be, there’s aliuays a 
chance that something luMI go horribly 
Lurong — this is mar, after all. It’s tough 
to predict every move a cunning adver- 
sary mill make, and you’ll periodi- 
cally find your base on the receiving 
end of some very nasty assaults. 
Keeping your cool during these times 
of crisis is mhat separates the good 
Commanders from the great; the 
folloming tips mill help you survive 
brutal base attacks: 


Devoting resources to technological advancements is almays a mise policy. Tech- 
advancement structures grant you access to heavier, higher-tier units, mhich are 
far more valuable in many mays than lighter, cheaper arms. Many tech-advance- 
ment facilities also enable the use of high-end support pomers and allom for 
potent unit upgrades; these can help you strengthen and maintain your preexisting 
forces as you construct nem, more pomerful units. 

Early high-tech advancement can be 
dangerous, homever. Investing heavily in 
technological upgrades consumes loads 
of resources and ties up your produc- 
tion queue. This hampers your ability to 
execute early-game “rush” tactics, such 
as constructing tmo Lllar Factories and 
pounding your rival mith maves of armored 
units early in a match. It also makes 
defending against early rush assaults 
extremely difficult, and pretty much guar- 
antees that you’ll need to secure addi- 
tional resources before long. 

Hom you choose to invest in tech advancement is entirely up to you. Some 
Commanders simply purchase tech-advancement structures mhenever they’ve 
got the funds to do so and nothing better to build. If you’ve determined that your 
opponent isn’t likeiy to rush against you, definiteiy devote some resources to tech 
advancement — it’s very likely that he’s doing the same. 



1. Rssess the situation. Determine 
mhich types of units you’re up 
against, then quickly move the 
appropriate forces to combat them. 
Target the most threatening units 
first, such as heavy malkers, tanks, 
artillery, and airborne bombers. 
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Nolu that lueVe covered the basics, let's discuss some of the unique strengths 
that each faction brings to the table mhen used in a variety of online multiplayer 
and skirmish strategies. No matter mhich style of play you enjoy, you’re sure to 
find a fem useful strategies for your favorite faction here. 


GDI 


GDI’s primary strength lies in their Luide selection of medium and heavy armored 
units, Luhich become extremely dangerous once they’ve been upgraded Luith 
advanced Lueaponry. GDI also features an impressive array of unit-reinforcement 
support poLuers, alloLuing them to quickly deploy units anyiuhere on the battle- 
field Luhile simultaneously cranking them out from base. Though their selection of 
aircraft is perhaps the least versatile in the game, GDI’s light attack vessel — the 
Drca — can cause serious injury to enemy vehicles and structures, and it doesn’t 
take long to fill an Rirfield Luith these craft. 


Turtling Luith GDI can be a very reiiiarding 
experience. The simplicity of GDI defense 
turrets makes them easy to set up, and 
each one is extremely poLuerful against 
its intended brand of target. Because 
GDI has such a dominant armored pres- 
ence, Lllar Factories are a must mhen 
employing a turtle-based strategy: build 
at least tmo of them to keep your vehi- 
cles in top shape as they thmart hostile 
incursions, gaining veterancy all the 
mhile. GDI’s Rig vehicle basically acts as 
a mobile LUar Factory mith meaponry all its omn, giving you the ability to fortify 
any front against assaults. Rigs are also quite useful mhen the time comes to 
exit your shell and secure additional resources. Finally, GDI Drcas are practically 
made for the turtler; keeping their payload of potent bombs fully stocked is easy 
mhen your Rirfields are so close by. 




Early-game rushing takes a bit more 
tact mith GDI compared to other 
factions, but mhen properly executed, 
this can be a devastating strategy. 

It’s usually best to start mith packs of 
infantry-toting RPCs; these versatile 
vehicles can bring Missile Squads 
and Engineers to a rival base in short 
order, causing ridiculous amounts of 
chaos mithin the first fern minutes of 
a match. Predators make for fantastic 
early-game rushers as mell, and 
Drcas can inflict tremendous damage 
just seconds after you’ve set up an 
Rjrfjeld. Make sure to construct tmo 
UUar Factones so you can flood your 
adversary’s base mith a never-ending 
stream of GDI’s medium-armored 
units, using Drcas to take out key 
structures. 



steamrolling 

Llihen it comes to steamrolling, GDI 
has some very nasty tools in its shed. 

Battalions of Mammoths and Predators 
are just about the last things any hostile 
base mants to see rolling their may, 
particularly once these units have been 
upgraded mith Railguns from GDI’s Tech 
Center. Back these fearsome tanks up 
mith Grenadier Squad-toting RPCs for 
fantastic anti-infantry/structure/aircraft 
support. R Shockmave Rrtillery strike 
follomed by a quartet of GDI Firehamks 
mill obliterate any structure in a heartbeat, and no amount of anti-air defenses mill 
stop Firehamks once they’ve been upgraded mith Stratofighter technology. 
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After capturing one of your enemy's 
structures uuith an Engineer, imme- 
diately sell it for some fast cash, or 
use the Ground Control you gain to 
plop down a few defense turrets in 
the middle of his base! 
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Guenllauiaitare 


multiplauer 


The strength of Nod lies in its ability to blanket the battlefield mith a vast array of 
fast, light units. Lilith their assortment of steaithed units and mischievous support 
poLuers, the Brotherhood aiso exceis at rush tactics and gueriiia Luarfare. Nod is 
perhaps the most versatiie of the three factions, aiioiuing their Commanders to 
impiement an incredibie amount of depth and strategy into their game pian. 


Tuniino 


Steaith and hit-and-run tactics aren’t 
exactiy GDi's forte, but they certainiy 
aren't uuithout options in this fieid. The 
RPC's abiiity to iay steaithed mines 
can be brutai; drop some mhiie en 
route to harass your rivai’s strong- 
hoid, and once you get his attention. 
Reverse Move out of there and try to 
iure his vehicies into roiiing over your 
mines. Or set mines doiun betmeen the 
enemy's Refinery and Tiberium Fieid; 
his Harvester mon’t iike that! 



Later-game gueriiia tactics inciude 
using the Jump Jets abiiity possessed 
by GDi Zone Troopers and Commandos 
to ieap them into your adversary’s 
base to take doLun a key structure 
or tiuo, quickiy boosting them back 
to safety afteriuard — ideaiiy, back to 
your base's Rrmory for patchmork. 
Rnother potent iater-game gueriiia 
tactic is to sneak steaithed GDi Sniper 
Teams near the rear of your enemy's 
base, using them to sight vitai struc- 
turai targets for iong-range Juggernaut 
assauits. GDi’s Sharpshooter Team 
support poLuer heips you accompiish 
this nefarious task Luithout tying up 
your Barracks. 



Turtiing iiiith Nod can be far more exciting 
than sheiiing up Luith GDi or Serin. This 
is due in iarge part to Nod’s unique base 
defenses, Luhich consist of a hub unit and 
three “sateiiite” turrets. The hub unit auto- 
maticaiiy repairs its turrets mhen they’re 
damaged or destroyed, so the oniy may 
for Nod's enemies to truiy eiiminate these 
defenses is to target the hubs. This prompts 
some very creative base defense iayouts; 
crafty Nod Commanders miii conceai hub 
units behind structures and environmentai obstacies, forcing their opponents 
to mork hard at destroying them. Riso, to heip conceai its bases and outposts. 
Nod can depioy Disruption Tomers that steaith aii units and structures in a mide 
radius. These structures force their rivais to utiiize steaith-detection units during 
base raids, mhich are generaiiy not suited to such endeavors. 



steamrolling 


Provided they haven't been steaithed by a 
Cioaking Fieid, Nod steamroiiing parties can 
be quite a sight. There’s nothing iike spying 
a sea of inbound Biack Hands, Fiame Tanks, 

Scorpions, and Beam Cannons to send you 
screaming at your aiiies for reinforcements. 

Rvatar Lllarmechs are Nod’s heaviest assauit 
vehicies by far, and a contingent of them miii 
aimays be found at the rear of any respect- 
abie steamroiiing venture. Then again, maybe 
they’ve commandeered a Steaith Tank’s 
cioaking technoiogy — among other devious devices — and mon’t be seen at ail 



Rushing 


Nom this is mhere the Brotherhood truiy 
shines. Due to their huge seiection of fast, 
iight vehicies, no other faction is capabie 
of eariy rushing ventures quite iike Nod. 
Fanatics, Raider Buggies, and Scorpion 
Tanks are a brutai trio in the eariy stages of 
a battie, and the Laser Capacitors upgrade 
aiioms the iatter tmo units to become even 
more effective shouid the match iast beyond 
the first five minutes. Simply build a Hand of 
Nod and a pair of LUar Factories, and assaii 
your rivai mith the aforementioned units. Dnce you’ve constructed an Dperations 
Center, start roiiing out Biack Hands and Flame Tanks to finish the job. 
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Guerilla uiaitare 


Nod’s Guerilla Lllarfare capabilities are 
unrivaled. Nearly every one of their 
support poiuers is designed to confuse, 
mislead, and demoralize. Of particular 
use early on are Decoy Rrmy, luhich 
can have your opponent blinking at 
your “superior” forces in disbelief, and 
Mine Drop, luhose effectiveness is quite 
obvious uuhen paired uuith a feiu scout 
vehicles and that lovely patch of ground 
betuueen your enemy's Refinery and Tlbe- 
rium Field (some distraction required). 


Storm Column. These fearsome spine- 
shaped toLuers are the only advanced 
base defenses capable of obliterating 
both airborne hostiles and land units. 
Storm Columns also generate localized 
Ion Storms in their vicinity, luhich grant 
nearby Serin aircraft a 25 percent boost 
to armor. 




Nod’s guerilla-style nastiness only 
increases as the match luears on. 

ShadoLU Teams and Commandos can 
infiltrate hostile bases and obliterate key 
structures in seconds, luhile Venoms can 
be used to sight targets for long-range 
Beam Cannon artillery strikes. Rnd then 
there’s the Cloaking Field — fantastic for 
concealing a pouuerful raiding party uuhile 
you drauu your enemy’s units aiuay uuith 
a much uueaker force. Stealth Tanks can 
strike hard and fast, then Reverse Move 
out of sight. Rnd using Seed Tiberium in the midst of your enemy’s stronghold, 
then quickly folloLuing up uuith a Catalyst Missile, is just plain mean. 


The Serin also have access to a 
unique support structure called a 
Grouuth Rccelerator. LDhen this struc- 
ture is placed in the center of a Tibe- 
rium Field, the regeneration rate of 
the Tiberium crystals is significantly 
increased. Grouuth Rccelerators allouu 
the Serin to harvest more out of each 
Tiberium Field, enabling them to sit in 
one place longer than other factions — 
this is a great advantage to Serin 
turtlers. 



Serin 

The Serin’s most obvious strength lies in their incredibly vast aerial arsenal — 
no other faction boasts the airborne dominance embodied by Serin’s capital 
uuarships. This overpouuering fleet of vessels comes at a price, though; Serin 
Commanders must make do uuith only a handful of infantry and vehicle units, 
making it someuuhat difficult for them to fashion creative assaults that uuill catch 
their enemies off guard. This isn’t to say that the Serin are an inflexible faction; far 
from it. in particular, their support pouuers are quite versatile and can be used in a 
variety of ingenious uuays. 

Turning 

The Serin may be the best turtlers in the 
game. They have the broadest selection 
of defense turrets thanks to their Light- 
ning Spike support pouuer, uuhich grants 
them the ability to place potent anti- 
vehicle Lightning Spikes uuithout tying 
up their Support Structure queue. This 
allouus the Serin to prop up heavy base 
defenses uuith great speed. The Serin 
also boast the most dominant advanced 
base defense of the three factions: the 





■ 
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steamrolling 



Steamrolling as the Serin is a true 
joy. There’s just no better feeling than 
raining death douun on your enemies 
from the sky. Serin’s advanced capital 
uuarships are their heaviest hitters, and 
although they’re quite slouu, the fact 
that they’re airborne means they can 
cut straight across each battlefield, 
sometimes making the trip faster than 
heavier land units. Lots of Stormriders, 
a handful of Devastator LUarships, 
and a Planetary Rssault Carrier or tuuo 
make for a near-invincible steamrolling 
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force, especially once the latter tmo 
have been upgraded uuith Forcefield 
Generators. Lllhen your vessels move 
Luithin range of your rival's base, use 
the Planetary Rssault Carrier’s Ion 
Storm ability to boost the fleet’s armor 
by 25 percent, and keep them in the 
fight Luith luell-timed usages of the 
Reconstruction Drones support poLuer. 


Luears on, as they can be combined Luith most Serin vehicles to increase their 
defense and combat effectiveness against infantry. Serin’s best rush vehicles 
are their Seekers, uuhich inflict significant damage against enemy vehicles and 
aircraft. This makes them fantastic Harvester harassers and base raiders, espe- 
cially Luhen paired up luith Buzzers. 



Though Serin’s air forces are shock- 
ingly poLuerful, no steamroller’s assault 
force is complete Luithout a creiu of 
Rnnihilator Tripods to join in the fun. 
These giant Lualkers are perhaps the 
most fearsome of their kind in the 
game, as they’re faster than other 
Lualker units and extremely difficult to 
destroy once outfitted Luith Forcefield 
Generators. 


□f course, mhen you really mant to 
make a statement, send in the Serin 
Mothership — a veritable mobile super- 
Lueapon. Just make sure it’s got some 
support: the Mothership is extremely 
sloLU and unable to defend itself 
against airborne hostiles. 



Due to their lack of variety in land 
units. Serin’s early-game rush tactics 
are a bit different from those of their 
rivals. Their Buzzers are incredibly 
effective: they're cheap, fast, and 
they can clear garrisoned structures. 


Guerilla uiaifare 

Most of Serin’s ground troops are quite 
sloLU, making effective Guerilla marfare 
tactics tough to employ at first. Their best 
harassment units in the early stages of 
a match are Seekers and Buzzers. Rs 
the battle unfolds, the Serin can upgrade 
their Shock Troopers mith Blink Packs to 
teleport these forces into advantageous 
positions, strike hard, then quickly blink 
out of harm’s may. The Serin Master- 
mind’s abilities to teleport nearby forces 
and take control of enemy infantry, vehi- 
cles, and structures can be used to great benefit by crafty Commanders as mell. 
The Serin’s LDormhole support pomer can also help large groups of their ground 
units instantly reach their rival’s base: a large group of Rssimilators making an 
entrance in this fashion can spell disaster even for the most stalmart of turtlers. 

Speaking of Rssimilators, their natural 
ability to become stealthed mhile 
standing still makes for some very inter- 
esting guerilla possibilities. LUhenever 
you capture an important tech structure, 
station a stealthed Rssimilator some- 
mhere nearby so you can quickly recap- 
ture the building should your rivals move 
to claim it mith a utility unit of their omn. 

Better still, send out Rssimilators early 
in a match, stationing them close to 
Tiberium Fields near your enemy's base. 

Lllhen your rival moves to secure these resources mith an Dutpost (or even better, 
an MCV), quickly capture the structure mith your Rssimilator, then plop domn a 
fern defense turrets (or even better, a Lllarp Sphere) to establish a formard base of 
your omn. It’ll be tough to actually defend this distant outpost, but that’s okay — 
the real goal here is to simply impede your rival’s efforts at base expansion. 





You mon’t be fighting every online battle by yourself. Some of the most exhila- 
rating multiplayer experiences come from morking mith allied forces to crush your 
common enemies, seeing them driven before you on the battlefield. Sound team- 
mork tactics are a must mhen it comes to co-op play: me’ll get your mind going in 
the proper direction mith a fern general strategies before revealing some specific 
(and very nasty) cross-faction tactics. 
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GDI ARCS are also great at bringing 


Co-op Rush: Each player focuses on constructing a certain class of unit (infantry 
or vehicle). This alloius the players to build tmo or three of their particular brand 
of unit-production facility, flooding the battlefield Luith troops. 

Co-op Turtle/Steamroll: Both players spread out and fortify their bases, 
coordinating to “seal off’ their portion of the map mith spramling base layout 
and ample defenses. Lilith plenty of resources secured, the players then tech- 
up as quickly as possible to crush their opponents mith unstoppable arms and 
devastating supermeapons. 


Nod Fanatics into a hostile base. Set 
the Fanatics to Aggressiue Stance 
|fM1+|Al1 before loading them into 
the ARCS and they'll immediately 
set about assaulting the base once 
they're deployed inside. 


GDI and Serin 


Co-op Turtle/Rush: One player uses scouts and early harassment tactics to keep 
the enemy occupied mhile the other techs-up as quickly as possible, bringing 
pomerful vehicles and aircraft to the fieid mith ail speed. 


iiBii III 


when battling against two or more aduersaries. it's usually best to coordinate 
your assaults against each opponent in turn. Crippling or eliminating one of your 
foes early in a match hugely swings the momentum in your team's favor. The 
faction-specific co-op strategies that follow are tailored to this approach, but 
heep in mind that anything can happen out there on the field. Improuisation mag 
be required, and proper communication with your allies is key. 


GDI and Nod 



No tmo factions combine for nasty rush i*! 
tactics like Nod and GDI. Nod’s fast, light } 
vehicles combined mith GDI’s versatile 
RPCs and heavier Predator Tanks are 
simply brutal. Rt first. Nod should simply 
build Raider Buggies and Scorpion Tanks 
to harass and distract the enemy mhile 
GDI loads RPCs full of Engineers to mom 
domn infantry and capture structures. 

This is usually enough to ensure the 
fall of one rival base, and if you capture 
enough structures mith Engineers, you’re 
mell on your may to establishing a formard base of your omn. 



Lliorking together, GDI and Serin make 
for a somemhat slom but incredibly 
pomerful team. Their initial coordinated 
assault against one of their adversaries 
should consist of GDI RPCs loaded 
mith Engineers and Serin Seekers that 
have been combined mith Buzzers. 

This is the most effective force the 
Serin and GDI can bring to bear early 
in a match: together, these units cover 
all the bases: RPCs and Seekers mill 
decimate enemy infantry and vehicles 
mhile the Engineers set about capturing 
structures to either sell for funds or for 
Ground Control, enabling the setup of a 
formard base. 



GDI and Nod should employ the same 
tactics against their next opponent, 
using the formard base they’ve recently 
conquered as a staging ground by 
constructing additional Lllar Factories 
there (or simply using the ones they’ve 
captured). Rfter mitnessing their ally’s 
domnfall, the remaining opponent mill 
likely focus on building anti-vehicle units 
and turrets. GDI should therefore devote 
resources to building an Rirfield or tmo, 
pumping out a fleet of Dreas to annihilate 
these anti-armor defenses. Nod should simply continue their relentless Raider 
Buggy/Scorpion Tank assault, upgrading these units mith Laser Capacitors as 
soon as possible to increase their attack pomer. 
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As with Nod Fanatics. ARCs are also 
great at bringing Serin Disintegrators 
past a base's defenses, allowing 
these alien infantry units to rip 
through the base's structures and 
vehicles. 
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In the later stages of a match, the combination of Serin's Tiberium Uibration Scan 
and Nod's Catalyst missile support powers can help you choke off your rival's 
resources and quickly thwart their base-eupansion efforts. 


Rs it usually takes a 5crin/GDI team 
lunger tu conquer the first enemy base 
compared to GDI/Nod, it’s often best 
for both parties to SLuitch gears at this 
point, amassing heavier units such as 
GDI Predator Tanks and Mammoths 
(upgraded Luith Railguns), and Serin 
Rnnihilator Tripods and Devastator 
LUarships (upgraded Luith Forcefield 
Generators). The Predators and lighter 
Scrin/GDI units that have survived thus 
far should be used as guerilla-style 
harassers against the next enemy base, 
Luith the previously conquered base 
being used as the staging ground for 
these assaults. Hit-and-run tactics such 
as these Luill buy time for the construc- 
tion of heavier steamrolling units. 


Nod and Serin 




Nod should continue to send Raider 
Buggies and Scorpions to assault the 
second opponent’s base, building neiii 
ones from their neiuly established 
outpost’s Lllar Factories. The Brother- 
hood should also upgrade these units 
Lilith Laser Capacitors as quickly as 
possible to boost their attack pouuer. 

Rs Nod conducts this assault, the Serin 
force should focus on building up a fleet 
of Stormriders, Rnnihilator Tripods, and 
Devastator LUarships to steamroll the 
enemy base, fortifying the latter tuuo units uuith Forcefield Generators. Serin’s 
LUormhole support pouuer should also be used to quickly deploy their Tripods 
uuithin striking range; placing the LUormhole’s exit near the Nod outpost is ideal. 



You knouu the basic multiplayer strategies, you knouu your favorite faction’s 
advanced tactics — you knouu you can’t uuait to crush your rivals on the field of 
battle. But uuhich multiplayer map is right for you? LUhat battleground features 
the layout and props that best suit your style of play? That’s uuhat the follouuing 
map sections are all about: revealing the intricacies of each and every multiplayer 
battlefield, helping you to solidify your game plan even before you venture out to 
meet your adversaries. 

The follouuing quick-reference table uuill help you narrouu your search for the 
ideal multiplayer battleground. Dnce you’ve found a suitable candidate, flip to its 
section for an overvieuu that includes a full-page map labeled uuith all areas of 
interest. Here’s uuhat each field in the table means: 

Map Name: The name of the map. 


Sparks fly uuhen the Brotherhood uuorks 
alongside the alien invaders. Though 
the classic GDI “Engineer rush’’ isn’t 
an option, a fast, dominating ground 
assault most certainly is. LUaves of 
Nod Raider Buggies and Scorpion 
Tanks backed by Serin Seekers and 
Buzzers uuill quickly overuuhelm one 
of your adversary’s bases. Lllhen the 
stronghold’s douunfall is eminent, send 
a Nod Emissary to establish an outpost 
atop its smoldering remains. Quickly 
set douun a feuu defense turrets (Serin’s 
Lightning Spikes are ideal) and build a 
LUar Factory or tuuo to set the stage for 


Players: The maximum number of players uuho can control armies on the map. 
Tourney?: Indicates uuhether or not the map can be used for Ranked Matches 
uuhen playing online. (See the previous “Ranked Matches’’ section for details.) 

Symmetric?: Indicates uuhether or not the map features a symmetrical layout. 
Tib Spikes: The number of neutral Tiberium Spikes on the map. 

EMPs: The number of neutral EMP Control Centers on the map. 

Sub Hubs/Nodes: The number of neutral Subuuay Hubs/Entrances on the map. 
Bep Points: The number of neutral Expansion Points on the map. 

Hovels: The number of neutral Mutant Hovels on the map. 

Toujers: The number of neutral Defensive Touuers on the map. 

Page: The page number inhere the map’s uurite-up is found. 


your next assault. 
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multiplayer maps 

map name 

Players 

Tourney? 

symmetric? 

Tin spines 

tmps 

sub Hubs/ 
nodes 

[up Points 

Houels 

Touiers 

Paye 

Badouater Braiul 

M 

NO 

YES 

M 

□ 

□ 

0 

0 

M 

183 

Barstoiu Badlands 

2 

YES 

YES 

1 

□ 

□ 

0 

2 

0 

18M 

Blade’s Big Battle 

2 

NO 

YES 

16 

0 

0 

□ 

6 

2 

185 

Blade’s Bigger Battle 

6 

NO 

YES 

16 

□ 

□ 

□ 

6 

2 

186 

Bordertoiun BeatdDUjn 

8 

NR 

YES 

10 

M 

□ 

□ 

□ 

8 

187 

Crater of Carnage 

M 

YES 

YES 

M 

0 

□ 

□ 

□ 

□ 

188 

Dead Six 

6 

NR 

YES 

2 

1 

0 

0 

0 

0 

189 

Deadly SertSo 

2 

NO 

YES 

□ 

0 

□ 

□ 

0 

0 

190 

Death Valley 

M 

NO 

YES 


0 

0 

□ 

□ 

0 

191 

□□iJuntDiijn Dustboujl 

M 

YES 

YES 

□ 

1 

□ 

0 

0 

0 

192 

Frontier Fracas 

M 

YES 

YES 

M 

1 

0 

□ 

0 

M 

193 

Eraund Zero 

2 

NO 

YES 

M 

0 

0 

0 

0 

M 

19M 

Pipeline Problems 

2 

YES 

YES 

2 

1 

0 

1 

2 

2 

195 

Redzone Rampage 

M 

YES 

YES 

0 

1 

0 

□ 

0 

0 

196 

Riverside Rumble 

2 

NO 

NO 

1 

□ 

□ 

0 

0 

1 

197 

Six Shooter Shoiudomn 

6 

NO 

YES 

□ 

1 

□ 

□ 

□ 

□ 

198 

Small Toijun U5R 

2 

YES 

YES 

2 

0 

0 

□ 

0 

0 

199 

The Battle For Middle Egypt 

M 

YES 

YES 

0 

0 

1/M 

□ 

M 

0 

200 

The Rocktagon 

8 

NR 

YES 

8 

0 

0 

0 

0 

0 

201 

Tiber River Valley 

2 

NO 

YES 

□ 

1 

0 

0 

0 

0 

202 

Uberlum Cardens III 

5 

NO 

NO 

□ 

□ 

□ 

□ 

□ 

□ 

203 

Top Cun 

2 

NO 

YES 

2 

0 

□ 

□ 

0 

0 

20M 

Tournament Rrena 

2 

YES 

YES 

2 

0 

0 

□ 

0 

0 

205 

Tournament Desert Redux 

2 

YES 

YES 

2 

0 

0 

0 

0 

0 

206 

Tournament Dustboiul 

2 

YES 

YES 

2 

□ 

□ 

0 

□ 

□ 

207 

Tournament Touuer 

2 

YES 

YES 

2 

0 

□ 

0 

0 

0 

208 

Triple Threat 

3 

NO 

YES 

3 

1 

□ 

0 

0 

□ 

209 

Unfair Rdvantage 

3 

NO 

NO 

2 

1 

0 

0 

0 

0 

210 


IIHII Hi 


primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




multiplaMer 




Bachuiater Brawl 


[oreasofinterest] 


If you're looking for a fast, four-player brauul, look no further than Backiuater. This large battlefield 
features tmo huge Tiberium Fields that lie in dose proximity to each player's base, providing a 
Luealth of easy-to-access resources. Hoiuever, all bases are vulnerable to surprise assaults due 
to the Luide banks that run along the edges of the battlefield — vehicles can easily cruise along 
these embankments and assault your base from a variety of angles. Establishing small defensive 
outposts at the Tiberium Spikes closest to your base is a good may to seal off these embankments. 

Securing the four Defensive Tomers in the middle of this region is also greatly beneficial; send out ^ 

utility infantry to capture them as soon as you can, using the tomers to dominate the center of the battiefield. 


1. Insertion points 

2. Tiberium Spikes 

3. Oefensiue Towers 
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Barstouu Badlands 


Battles luaged here at Barstom usually don’t last very long. The majority of this small tiuo- 
player battlefield is covered in resources, including a central Tiberium Spike that's sure to be the 
site of most skirmishes. Strive to capture that structure before your adversary to gain an early 
resource boost, and garrison the many bunkers along the central bridge uulth infantry as soon 
as you’re able, starting uulth the ones near the Tiberium Spike. Rush tactics uuork very uuell here, 
as it’s tough for turtlers to defend their base from every angle. Execute early assaults on your 
adversary, striking their base in concert from the north and south. 


[oreas Dfinterest] 


1. Insertion points 

2. Tiberium Spike 

3. mutant Houels 

4. Garrisonable Structures 
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Black's Big Battle 


[ ureas ofinterest] 


Big maps make for big batties, and this is one reaiiy, really big map! if you’re iooking to mage 
a more caiculated and strategic one-on-one mar, this is a great battiefield to choose. The key to 
victory here often iies in buiiding Cranes/Foundries for additiona! production queues and securing 
iots of resources so you can quickiy ciimb the tech tree, buiiding up supermeapon structures and 
unstoppabie armies, infantry are very usefu! eariy on; use them to garrison the buiidings on your 
haif of the map’s centra! city, and send utiiity units to capture the many Tiberium Spikes on your 
side of the region. Lllhen assauiting your opponent’s haif of the map, quickiy secure his portion 
of the city mith units that can ciear garrisoned structures. Then piace your omn infantry into each ^ ^ 
buiiding you ciear for a distinct territoria! advantage. Rmass a iarge army of heavy vehicies and aircraft as your infantry takes 
contro! of the city, sending your big guns to crush your rivai’s bases and outposts. 


1. Insertion points 

2. Tiberium Spikes 

3. mutant Houels 

4. Oefensiue Touiers 
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Black's Bigger Battle 

This is essentiaiiy the same map as seen in Biack’s Big Battie, yet it aiioLus for up to six piayers 
to join in the carnage rather than tmo. This adds a high degree of chance to every Luar Luaged 
here — it’s tough to predict hom any given battie luiii piay out. Many of the same principies from 
Biack’s Big Battie stiii appiy, though: controiiing the centrai city Luith infantry is a great advantage, 
and securing additionai resources is aiuuays a pius. it’s Luorth noting that biue Tiberium Fieids 
repiace the green ones near insertion points, Luhich heips to baiance out the amount of resources 
avaiiabie to each piayer. 


[ureas ofinterest] 


1. Insertion points 

2. Tiberium Spikes 

3. mutant Houels 

4. Oefensiue Touiers 
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BordertoHin Beatdouin 


Lilith up to eight piayers vying for dominance in such a cramped battiefieid, serious beatdoLuns are 
guaranteed. Rushing your opponents is the key to victory here; strive to Luipe out your neighbor 
eariy in the battie so you can steai his resources and gain an advantage. Piayers mho begin at 
one of the four corner insertion points have the advantage of being positioned next to tmo Tiberium 
Fieids instead of just one, mhiie those mho start in the middie of the battiefield are meii piaced to 
harvest the giant biue Tiberium Fieid in the center of the region. Controiiing the Defensive Tomers 
and bunkers near the bridges is a great may to keep your rivais from crossing over and invading 
your base, mhiie capturing one of the map’s four BMP Controi Centers gives you a iarge tacticai 
advantage the ionger a battie mears on. 


[ ureas ofinterest] 


1. Insertion points 

2. Tiberium Spike 

3. EmP Control Centers 

4. Oefensiue Touiers 

5. Giant blue Tiberium Field 
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Crater of Carnage 

Though this four-player battleground is rather small, it’s also chock full of resources and features 
plenty of open ground, alloiuing for some truly chaotic battles. Establishing foriuard outposts can be 
quite risky in such open terrain, but the remards are great to those mho manage to do so: Tiberium 
Fields encircle the inner portion of the central crater, providing a bounty of supplementary resources. 

Rdditional income can also be acquired by securing each of the four Tiberium Spikes that stand to 
the north, south, east, and mest sides of the battlefield. Strive to capture the tmo Tiberium Spikes 
that stand closest to your base mith all speed, garrisoning the surrounding buildings mith infantry in the process. This not only 
helps you defend your precious Tiberium Spikes, it also makes it difficult for your rivals to flank your initial encampment. 


[ureas ofinterest] 


1. Insertion points 

2. Tiberium Spikes 




I 


I 



eaMiJ 

UUM 

mm 

mm 

4Mfl 

IBia 

uitii 



man 





0) 

SI 

ce 


ce 

u 




llil IIHII III primagames.com 




Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




Dead Si» 


This multiplayer stomping ground is incredibly open and massive, providing ample space for up 
to six forces to bang heads. Lilith no garrisonable structures to utilize, infantry units play a much 
smaller role here. The four blue Tiberium Fields and lone BMP Control Center near the center of the 
map are sure to be hot spots for frantic firefights; controlling any of these sites is a huge benefit. 
Players mho begin at one of the four corners of the map have the advantage of being situated right 
betmeen a green and blue Tiberium Field, but they're also vulnerable to attacks from just about any 
angle. On the other hand, those mho begin at the north or south ends of the region are somemhat 
cut off from additional resources, but the large rocky banks in front of their bases make these sites 
easier to defend. 


[oreasofinterest] 


1. Insertion points 

2. Tiberium Spikes 

3. Blue Tiberium Fields 

4. EmP Control Center 
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Deadly Sertao 


Sliced in half by a mide, rushing riven this smali battiefield features no advanced tech structures 
to capture, alloLuing for more “pure” combat scenarios. Establishing and maintaining auxiliary 
outposts near the map's northmest and southeast Tiberium Fields is critical: secure the Fields 
on your side of the river as soon as possible, garrisoning the surrounding buildings Luith infantry 
to stump your rival’s rush tactics. Rs you go about securing the villages and establishing your 
outpost, simultaneously mork at building up a dominant air force so you can rule the skies, 
assaulting your rivai mith speed and efficiency. Thmart their efforts at base expansion at ail costs. 


[oreas ofinterest] 


1. Insertion points 

2 . Garrisonable Structures 

3. OuKiliary Tiberium Fields 
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Death Ualley 


Lilith a massive Tiberium Reid situated right in the heart of the region, four-piayer chaos is sure to 
reach great heights at this iarge, panoramic battieground. The varied insertion points heip dictate 
the pace of the fight: piayers ujho begin to the east or uuest are open to assaults from all sides, 
but they can reap the resources of the central Tib field uuith greater ease than those uuho begin at 
the more-defensible north and south ridges. Capturing a Tiberium Spike or tujo Luill certainly help 
your cause, as luill garrisoning the many buildings that stand near these structures, and along the 
valley trenches. Move infantry to capture these structures early in the match to gain a territorial 
advantage over your rivals. 


[oreas of interest] 
^ 

1. Insertion points 

2. Tiberium Spihes 

3. Huge Tiberium Field 
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Douintouin Dustbouil 


Very feuj changes in terrain elevation exist at this good-size four-player field, providing a nice, open 
stomping ground for you to thrash your rivais in short order. Oniy one tech structure exists on this 
map: an EMP Controi Center situated right in the middie of the region's diiapidated centrai viiiage. 
Capturing this tech structure is an obvious benefit; send infantry to secure the village as soon as 
you’re able. It also uulse to mork at establishing an early outpost next to one of the battlefield’s 
four corner Tiberium Fields; this provides you Luith pienty of resources, aiong Luith a perfect staging 
ground for reientiess incursions against one of your unfortunate neighbors. 


[oreas Dfinterest] 


1. Insertion points 

2. Ouniliary Tiberium Fields 

3. EmP Control Center 
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frontier fracas 



lAtEasotintetestl 


1. Insertion points 

2. Tiberium Spikes 

3. Defensiue ToiAiers 

4. EmP Control Center 

5. Large Tiberium Fields 


Defense is the name of the 
game on this rather cramped 
four-piayer battiegmund. Fiii 
each of the four bunkers near 
your base Luith infantry as soon 
as you’re abie, favoring soidiers 
Luho are effective against vehi- 
cies. Rs you buiid your base, 
expand it so you can piace a 
Refinery/Extractor close to one 
of the large Tiberium Fields in 
the middle of the region; this 
alloLus for early-game double- 
harvesting. RIso set a LDar 
Factory/LIIarp Sphere near 
this Refinery/Extractor so that 
your Harvesters automatically 
receive repairs each time they 
return Luith a load of resources. 
Place additional Lllar Factories/ 
Lllarp Spheres in front of each 
bridge to block your opponent’s 
early rush attempts, then flood 
their bases Luith your ouun 
armored units mhen the time is 
right. Move to capture and hold 
the Tiberium Spikes near your 
base as luell — extra income is 
alLuays Luelcome. 
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Grounil Zero 


This is Luhere it aii began: the impact site of the very first meteor that brought Tiberium to Earth. 
Controiiing the map Luith infantry is criticai here at Ground Zero; quickiy dispatch soidiers to 
systematicaiiy garrison the city’s many buiidings. Riso send utiiity units to capture the Tiberium 
Spikes and Defensive Toiuers at the map’s northeast and southmest corners as soon as you can. 
Set LUar Factories/LIIarp Spheres in front of each bridge near your base to fortify your encampment 
against ground assauits, then buiid aircraft to assauit your rivai’s base, Luhich is aiso iikeiy to be 
defended against iand-based incursions. Prevent your rivai from obtaining extra resources and then 
crush him mith superior arms mhen his Tiberium infiom runs dry. 


[ureas of interest] 


1. Insertion points 

2. Tiberium Spikes 

3. Defensiue Toujers 

4. Huge Tiberium Field 
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Pipeline Prablems 



[oreas of interest] 


1. Insertion points 

2. Tiberium Spikes 

3. mutant Houels 

4. Blue Tiberium Fields 

5. Foruiard Tiberium Fields 

6. Eupansion Point 

7. Oefensiue Touiers 

8. EmP Control Center . 


If you’re craving a giant tiuo-player 
Luarzone, you’ve come to the right 
place. This unique map features 
a host of key sites to capture and 
defend, alloLuing each battle to unfold 
in a variety of interesting luays. 
Securing the blue Tiberium Field and 
Tiberium Spike/Mutant Hovel plateau 
near your base helps you quickly 
flood the middle portion of the battle- 
field Luith superior forces. Capturing 
the region’s central Expansion 
Point helps you quickly establish a 
foriuard base; have some defense 
turrets ready to deploy the moment 
you claim this site. The first piayer 
to secure the central EMP Control 
Center is likely to hold that area for 
most of the battle, as the surrounding 
Defensive Toiuers make it a costly 
site to storm. 
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Redzone Rampage 


Greed is the key to victory on this tight four-piayer map. Tiberium Fieids abound here at Redzone — 
each piayer’s base is situated right betmeen three of them. Take fuii advantage by constructing 
three Refineries/Extractors, piacing each one ciose to a Tiberium Fieid so you're acquiring resources 
luith tremendous speed. Buiid Cranes/Foundries to gain additionai structure production queues to 
heip you spend your resources as soon as you gain them. Be sure to piace iots of base defenses 
near yourforiuard Tiberium Fieids as lueii; your rivais uuiii iikeiy be harvesting them form the other 
side, and no one iikes a freeioader. 


[ureas of interest] 


^ 

1. Insertion points 

2. Ouniliary Tiberium Fields 

3. EmP Control Center 
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Riuerside Rumble 


This small riverside dock is full of garrison-able structures, placing a heavy focus on urban luarfare. 
Both insertion points are set atop highly defensible hills, so the main tactic here is to simply 
capture the city uuith infantry as fast as you can. This is a cost-effective may of fortifying your side 
of the river, making it very dangerous for your rival’s troops to move through areas you control. Make 
good use of units that are capable of clearing garrisoned buildings mhen storming your opponent's 
half of the map, and devote the majority of your resources to amassing a pomerful air force that can 
circumvent thorny regions and bombard your rival’s base mithout marning. 


[ ureas ofinterest] 


1. Insertion points 

2. Tiberium Spike 

3. Foruiard Tiberium Fields 

4. Defensiue ToiAier y 
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SiK shooter Shouidouin 


Ready for a shauudoLiin? This giant battiefield has pienty of room for up to six piayers to fiex their 
grand-scaie combat muscies. Rmpie numbers of auxiiiary Tiberium Fieids provide pienty of sites 
to tap for extra resources, but securing these fields can be quite difficuit uuhen your rivals are 
attempting to do the same. Use infantry to garrison the many buiidings and bunkers near each 
foriuard Tiberium Fieid, heiping your forces defend these criticai sites. Piace Lllar Factories/LIIarp 
Spheres at your base's entry points to both defend against invaders and aiioLU your Harvesters to 
receive repairs each time they return to base mith a fresh ioad of resources. Strive to capture the 
four Defensive Toiuers that surround the map’s ione BMP Controi Center as soon as possibie; doing 
so aiioLus you to dominate the center of the battiefield mith minimum fuss. 


[oreas of interest] 


1. Insertion points 

2. Ouniliary Tiberium Fields 

3. Oefensiue Towers 
EmP Control Center 
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Small Town USA 


Here's a nice, tight, tuua-piayer battiefield bursting uuith potential for crafty tacticians. Your first 
move should be to capture the tmo Tiberium Spikes near your base for a quick boost of resources. 
Put that extra cash to use by training infantry to secure the central city; this is a perfect may to 
prevent your opponent from hammering your base mith early rush tactics. The northmest and 
southeast Tiberium Fields are sure to be hotspots for carnage as mell; strive to establish outposts 
at these locations to gain additional resources, hamper your opponent’s ability to generate income, 
and prevent your rival from flanking your main base mith ground units. 


[oreas ofinterest] 


^ 

1. Insertion points 

2. Tiberium Spikes 

3. Ouniliary Tiberium Fields 
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The Battle for IKIidcIte Egypt 

The name of this large battlefield says it all: he mho controls the map's central city gains a number 
of advantages, making it a highly-contested zone. For starters, four giant Tiberium Fields surround 
the central city, and a Subiuay Hub is located right at the heart of toiun. Capturing the Subiuay 
Hub alloLus you to move forces through the region’s subiuay system, popping them out of Subiuay 
Entrances that stand near each insertion point to quickly assault your rival’s bases. Securing the 
city early in the match is therefore vital; capture the Mutant Hovel near your base as soon as you’re 
able, then train and send legions of Mutant Marauders to garrison the city’s buildings. Set up an 
outpost in toLun to begin harvesting resources and producing units there, then use the subiuay 
system to quickly move your forces about the map. 


[ureas of interest] 


1. Insertion points 

2. mutant Houels 

3. SubiAiay Entrances 

4. Subiuay Hub 

Larye Tiberium Fields 
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The Rochtagon 

R Luasteland expanse of this magnitude sets the perfect stage for some truiy epic eight-piayer 
conflicts. Border mars are bound to erupt here, as the many insertion points are stationed much 
too ciose to each other for comfort. Move to capture the Mutant Hoveis and Tiberium Spikes near 
your base as soon as you can, then strive to defend these choke points from your neighbors — garri- 
soning the fern nearby buiidings that can accommodate infantry units heips in this task. Estab- 
iishing a base near the region's massive centrai Tiberium Fieid is dicey in the eariy stages of a 
battie; it’s usuaiiy best to focus on annihiiating one of your hostiie neighbors, estabiishing an 
outpost in the smoidering remains of his base, and iaying ciaim to his resources. 



[oreas of interest] 


1. Insertion points 

2. mutant Houels 

3. Tiberium Spikes 

4. Huge Tiberium Field 
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Tiber Bluer Ualley 

This large river valley is an ideal region for sloLuer, more methodical tmo-player battles. Lllork at 
building tmo outposts near the Tiberium Fields to the north and south of your insertion point; this 
gives you plenty of income and helps you defend your main base from ground units. Start Luith the 
northern blue Tiberium Field; it’s a more valuable source of income, and establishing an outpost 
there makes it easier for you to secure and defend the region’s lone BMP Control Center. Building up 
a poLuerful air force is also important here; doing so alloLus you to simply fly across the central river 
bed, assaulting your opponent’s main base from the sky Luhile your ground forces apply pressure to 
his northern and southern outposts. 



[oreas of interest] 


1. Insertion points 

2. Ouniliary Tiberium Fields 

3. Blue Tiberium Fields 
EmP Control Center 
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This unique battleground is the only one specificaily designed for five-piayer action. Tread iightiy 
Luhen sending infantry about this map; Tiberium iies streiun about, bianketing much of the terrain. 
Naturaiiy, this provides a bounty of resources for aii piayers, and because there’s oniy one iiiay to 
reach each insertion point by iand, turtiers have a distinct advantage here. Piace Lllar Factories/ 
Lllarp Spheres and heavy defenses near your base's entry point, ciimb the tech tree to reach more 
advanced units, and Luork at amassing a iarge airborne presence to dominate this map. 


[oreasofinterest] 


1. Insertion points 

2. Tiberium-couered ridges 

3. massiue Tiberium Field . 
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To|i Gun 


Battles Luaged at this tight airbase are fast and furious, so make sure to bring your R-game. Garri- 
soning the many buildings in the region gives you a distinct tactical advantage: send out plenty of 
infantry to secure key portions of the city, particularly the tmo central Tiberium Spikes, the south- 
east blue Tiberium Field, and the map’s trademark Best Buy® — you can’t beat those savingsl Make 
good use of structure-clearing units throughout each conflict here; use them liberally to prevent your 
rival from gaining a foothold in the region. Unless you’re desperate for resources, don’t bother going 
after the tmo green Tiberium Fields on the northeast plateaus; they’re quite difficuit to defend. Focus 
on securing the lone blue Tiberium Field and pair of Tiberium Spikes instead. 


[oreas of interest] 


1. Insertion points 

2. Tiberium Spikes 

3. Plateau Tiberium Fields 

4. Blue Tiberium Field 

5. Best Buy® y 
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Tournament Arena 


Hope you’re not out for a quiet stroll in the park, because this small recreational area mon’t stay 
peaceful for long! Favor an open, spramling layout as you build your base here, stretching out 
tomard the foriiiard Tiberium Field near your base so you can place a secondary Refinery/Extractor 
nearby and double your income. Make sure to place heavy defenses about this foriuard resource 
facility or it Luon’t last long. Send utility units to capture the map's Tiberium Spikes as soon as 
possible, along Luith plenty of infantry to garrison the hardened bunkers stationed near these struc- 
tures. Garrison the bunkers near the map's blue Tiberium Fields as Luell to defend these sites until 
you’re ready to construct outposts there. 


[ ureas ofinterest] 


1. Insertion points 

2. Tiberium Spikes 

3. ForiAiard Tiberium Fields 
Blue Tiberium Fields ^ 
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Tournament Desert Reduu 


[oreas ofinterest] 


1. Insertion points 

2. Tiberium Spikes 

3. Huge Tiberium Field 

\ 



Battlefields don't come much 
smaller or more straightforiuard 
than this one; if you’re looking 
for a place to mage a straight- 
up brami against a heated rival, 
look no further. Infantry plays 
an important role throughout 
matches held here; send your 
soldiers to garrison the build- 
ings of the small central city, 
helping to secure the massive 
Tiberium Field that’s spread 
there. Place a secondary 
Refinery/Extractor close to 
the city for double-harvesting 
action. Move to secure the 
region’s tmo Tiberium Spikes 
mith utility units as soon as 
possible for extra income. Build 
a Crane/Foundry so you can 
spend resources as fast as you 
gain them, then build multiple 
Lllar Factories/LUarp Spheres 
so you can send legions of 
vehicles to overmhelm your 
opponent’s base. 
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Tournament Dustbouil 


This is essentiaiiy the same map as DoLuntoLun DustboLui, minus the EMP Controi Center, it’s aiso 
been specificaiiy taiinred for tuuo-piayer action instead of mayhem-fiiied four-for-aiis. The battie- 
ground features very fem changes in terrain eievation and pienty of room to maneuver: this aiioius 
you to empioy just about any sort of tactics to thrash your rivai in the manner of your choosing, it 
heips to garrison the centrai city's buiidings Luith infantry, and to capture the map's pair of Tiberium 
Spikes as soon as possibie. it’s aiso Luise to estabiish an eariy outpost next to one of the battie- 
fieid's four auxiiiary Tiberium Reids; favor the ones ciosest to the Tiberium Spikes so your foriuard 
outpost can be used to keep the Tiberium Spike secure. 


[oreasofinterest] 


1. Insertion points 

2. OuniUary Tiberium Fields 

3. Tiberium Spikes > 
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Tournament Tower 


This small, panoramic battlefieid makes for some truiy interesting battles. Make sure to construct 
tLuo Refineries/Extractors at your base, setting one near your green Tiberium Fieid and the other 
luithin range to harvest from the nearby biue Tiberium Fieid. Riso send infantry to capture the Tibe- 
rium Spikes at the north and south sides of the map as soon as possibie, garrisoning soidiers into 
the nearby buiidings to keep these vaiuabie resource structures safe from recapture. Rush tactics 
luork quite Lueii on such a smaii map; quickiy buiid a fem Lllar Factories/LIIarp Spheres and assauit 
your rivai’s headquarters Luith armored units, hitting his base at its northern and southern fronts to 
create chaos and force his defending units to divide themseives. 


[ureas of interest] 


1. Insertion points 

2. Tiberium Spikes 

3. Blue Tiberium Fields 
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Triple Threat 


Rs its name implies, Triple Threat is a battleground designed for pulse-pounding three-Luay brauuls, 
These are some of the most exciting multiplayer battles to participate in, as anything can happen 
Luhen three separate forces vie for dominance. Each insertion point is located betiueen tmo Tibe- 
rium Fields, so initial resources are plentiful and Luithin easy reach; make sure to build tmo Refin- 
eries/Extractors to take full advantage. Controlling the map is important here; though many of the 
garrison-able buildings are damaged, they still provide effective cover for your infantry units. LUork 
at capturing the central Tiberium Spikes and EMP Control Center as fast as you can, filling the 
surrounding buildings Luith soldiers to keep these valuable tech structures secure. 


[oreasofinterest] 


1. Insertion points 

2. Tiberium Spikes 

3. EmP Control Center 


/ 
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Unfair Advantage 


[oreas ofinterest] 


1. Insertion points 

2. Tiberium Spikes 

3. Defensiue ToiAiers 

4. EmP Control Center 


The unique insertion point 
iayout of this three-piayer 
battieground makes it ideai for 
tLuo-against-one match ups — 
tLuo rookie piayers taking on 
a seasoned pro, for exampie. 
The piayer mho begins at the 
north end of the map has easy 
access to tmo biue Tiberium 
Reids and tmo Tiberium Spikes, 
and can quickiy fortify his posi- 
tion by garrisoning the many 
civiiian buiidings to the south 
mith infantry. Piayers mho start 
at the south end of the area 
have access to tmo normai 
Tiberium Reids and must share 
a iarger one that’s spread 
betmeen them — or simpiy obiit- 
erate their neighbor and take 
aii three Reids for themseives. 
Either may, the southern forces 
face a harroming uphiii battie 
against their northern foe. it’s 
best to send units capabie of 
ciearing garrisoned structures 
to secure the middie ground. 
Capturing the centrai EMP 
Controi Center and tmin Defen- 
sive Tomers heips to ievei the 
piaying fieid as meil. 



^1 liHII Hi 


primagames.com 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 











Here me provide quick-reference tabies of hard statisticai data on the 100+ units and structures in OommBnd S. 
Conquers Tiberium LUars. This info isn’t much heip if you can’t understand it, though; here’s the meaning behind 
each fieid in the folioming tabies: 

Name: The name of the unit/structure. 

Cost: The Tiberium resources required to begin construction on the unit/structure. 

Time: The amount of time it takes to buiid the unit/structure. 

Energy: The amount of pomer used/provided by the structure. (Structure sections oniy.) 

Move: R reiative vaiue that indicates horn fast the unit moves. The greater the number, the faster the unit traveis. 
(Unit sections oniy.) 



Health: R reiative vaiue that indicates horn much heaith the unit/structure has. The higher the number, the more damage the 
unit/structure can mithstand before being destroyed. 


Rocket: R percentage that reveais horn vuinerabie the unit/structure’s armor is to Rocket-ciass attacks. Exampies inciude 
missiies and RPGs. R vaiue of 100% means the unit/structure mouid suffer the totai potentiai damage from this form of attack. 


Gun: R percentage that shoms horn vuinerabie the unit/structure’s armor is to 
Gun-ciass attacks. Exampies inciude pistois, machineguns, and other baiiistic 
meaponry. R vaiue of 100% means the unit/structure miii suffer the totai potentiai 
damage from this form of attack. 

Cannon: R percentage that iiiustrates hom vuinerabie the unit/structure’s armor is 
to Cannon-ciass attacks. Exampies inciude tank cannons, iasers, and raiiguns. R 
vaiue of 100% means the unit/structure uuiii suffer the totai potentiai damage from 
this form of attack. 

Grenade: R percentage that reveais hom vuinerabie the unit/structure’s armor is to 
Grenade-ciass attacks. Examples include grenades and fire-based attacks. R value 
of 100% means the unit/structure mill suffer the total potential damage from this form 
of attack. 

Sniper: R percentage that shoms hom vulnerable the unit/structure’s armor is to 
Sniper-class attacks. Examples include sniper rifles and high-impact ballistic 
meaponry. R value of 100% means the unit/structure mill suffer the total potential 
damage from this form of attack. 

□ass: Indicates the class of meaponry the unit/structure mields: Rocket, Gun, 

Cannon, Grenade, or Sniper. Some meapon classes are better against certain 
targets than others. 

Range: R relative figure that shoms the effective range of the unit/structure’s 
meaponry. Higher values mean the unit/structure can attack more distant targets. 

Speed: R relative value that indicates hom fast the unit/structure’s attacks travel. The 
higher the number, the less time it takes for each attack to strike its target. 

Damage: R relative figure that indicates the pomer of each of the unit/structure’s 
attacks. The higher the value, the more damage each attack can potentially inflict. 
Note that this value can be misleading, as it represents the damage of each 
individual attack (one round from a rapid-fire machinegun, etc). RIso, attack damage 
can be greatly marginalized mhen firing on unfavorable targets. 




calcuiaiing Damage 




The math involved in Command C 
Conquer Js damage calculation 
system is actually quite simple; 
just take the attacking unit’s meap- 
onry class and damage potential 
(found mithin the unit’s “Rttacks 
and Damage” table) and cross- 
reference it against the appropriate 
armor rating and health of the 
defending unit. 

For example, a GDI RPC firing on 
a fully exposed Nod Militant Rocket 
Squad mould inflict 25 points 
of damage mith each bullet that 
lands. This is because the Militant 
Rocket Squad’s armor alloms 100% 
of a Gun-class attack’s potential 
damage to pass through, and the 
RPC happens to employ a Gun- 
class meapon that inflicts 25 
points of damage mith each shot. 
Factoring in the incredibly high 
rate of fire featured by the RPC’s 
machinegun turret, that Militant 
Rocket squad isn’t long for this 
morld! 
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GDI Production Structures 

Name 

Cost 

Time 

Energy 

Health 

Rochet 

Gun 

Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Rirfield 

!,□□□ 

10 sec 

-8 

M,000 

25% 

25% 

100% 

100% 

1% 

— 

— 

— 

— 

Rrmory 

TOGO 

10 sec 

-7 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Barracks 

500 

5 sec 

-5 

3,000 

25% 

25% 

100% 

100% 

1% 

— 

— 

— 

— 

Command Post 

1500 

15 sec 

-9 

5,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Construction Yard 

2,500 

25 sec 

10 

20,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Crane 

1,500 

15 sec 

-10 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Pouuer Plant 

800 

8 sec 

20 

M,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Refinery 

2,000 

20 sec 

-6 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Space Command Uplink 

3,000 

30 sec 

-15 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Tech Center 

M,000 

MO sec 

-12 

10,000 

25% 

25% 

100% 

100% 

1% 

— 

— 

— 

— 

LUar Factory 

2,000 

20 sec 

-7 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 






GDI Support Structures 







Name 

Cost 

Time 

Energy 

Health 

Rocket 

Gun 

Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

RR Battery 

800 

8 sec 

-5 

7,000 

50% 

25% 

75% 

100% 

1% 

Gun 

M50 

Instant 

25 

Guardian Cannon 

1,200 

12 sec 

-8 

M,000 

50% 

25% 

75% 

100% 

1% 

Cannon 

350 

1,000 

350 

Ion Cannon Control 
Center 

5,000 

50 sec 

-20 

20,000 

50% 

25% 

75% 

100% 

1% 

Cannon 

Infinite 

Instant 

20,000 

Sonic Emitter 

2,000 

20 sec 

-15 

7,000 

50% 

25% 

75% 

100% 

1% 

Cannon 

375 

Instant 

1,000/ 

3,000 

Tiberium Silo 

500 

5 sec 

-3 

1,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

LDatchtoiJuer 

600 

6 sec 

-5 

2, MOO 

50% 

25% 

75% 

100% 

1% 

Gun 

350 

Instant 

15 






GDI Dther Structures 







Name 

Cost 

Time 

Energy 

Health 

Rocket 

Gun 

Cannon 

Grenade 

Sniper 

class 

Range 

Speed 

Oamage 











Cannon/ 

Rocket 

300/ 

500/ 

500/ 

150 

Battle Base 

2,000 

20 sec 

□ 

5,000 

25% 

25% 

100% 

100% 

1% 

300/ 

MOO 

500/ 

200 

Foxhole 

300 

10 sec 

□ 

2,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Outpost 

1,500 

15 sec 

□ 

2,000 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 
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GDI Infantry Units 


Name 

Cost 

Time 

moue 

Health 

Rochet 

Gun 

Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Commando 

2,000 

20 sec 

50 

500 

25% 

100% 

50% 

75% 

500% 

Sniper 

300 

Instant 

500 

Engineer 

500 

5 sec 

30 

75 

25% 

100% 

50% 

75% 

500% 

— 

— 

— 

— 

Grenadier Squad 

800 

8 sec 

MB 

C2M8 

25% 

100% 

50% 

75% 

500% 

Grenade 

200 

100 

2M0 

Missile Squad 

MOO 

M sec 

MB 

300 

25% 

100% 

50% 

75% 

500% 

Rocket 

300 

200 

500 

Rifleman Squad 

300 

3 sec 

50 

M50 

10% 

100% 

50% 

75% 

500% 

Gun 

260 

Instant 

12 

Sniper Team 

TOOO 

10 sec 

MB 

600 

25% 

100% 

50% 

75% 

500% 

Sniper 

M50 

Instant 

500 

Zone Troopers 

T300 

13 sec 

55 

960 

25% 

100% 

50% 

75% 

75% 

Cannon 

300 

Instant 

8M0 


Name 

Cost 

Time 

(Yloue 

G 

Health 

Dl Uehicle Units 

Rocket Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Harvester 

1,000 

10 sec 

50 

7,500 

75% 

25% 

110% 

25% 

1% 

Gun 

300 

Instant 

10 

Juggernaut 

2,200 

22 sec 

MO 

5,000 

75% 

25% 

100% 

25% 

1% 

Cannon 

500 

500 

3,000 

Mammoth Tank 

2,500 

25 sec 

MO 

10,000 

75% 

25% 

100% 

25% 

1% 

Cannon/ 

Rocket 

300 

Instant 

1,000/ 

800 

MCV 

2,500 

25 sec 

MO 

2,500 

75% 

25% 

100% 

25% 

1% 

— 

— 

— 

— 

Pitbull 

700 

7 sec 

115 

1,500 

75% 

50% 

100% 

50% 

1% 

Rocket 

250 

200 

MOO 

Predator Tank 

1,100 

11 sec 

60 

3, MOO 

75% 

25% 

100% 

25% 

1% 

Cannon 

300 

1,000 

572 

Rig 

2,000 

20 sec 

50 

1,500 

75% 

25% 

100% 

25% 

1% 

— 

— 

— 

— 

Surveyor 

1,500 

15 sec 

50 

2,000 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 


Name 

Cost 

Time 

(Yloue 

G 

Health 

Dl Aircraft Units 

Rocket Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Firehauuk 

1,500 

15 sec 

190 

2,625 

100% 

100% 

100% 

100% 

1% 

Rocket 

M50/ 

200 

500/ 

180 

1,000 

□rca 

1,100 

11 sec 

10 

1,500 

100% 

100% 

100% 

100% 

1% 

Rocket 

250 

200 

750 

V35 Ox 

N/R 

N/R 

160 

750 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 
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Name 

Cost 

Time 

Energy 

Nod Production Structure* 

Health Rochet Gun Cannon 

3 

Grenade 

Sniper 

class 

Range 

Speed 

Damage 

Rir ToLJuer 

TOGO 

10 sec 

-5 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Construction Yard 

3,000 

30 sec 

10 

20,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Crane 

L500 

15 sec 

-10 

2,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Hand of Nod 

500 

5 sec 

-5 

2,500 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Operations Center 

L500 

15 sec 

-10 

5,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Pouuer Plant 

500 

5 sec 

15 

M,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Refinery 

2,000 

20 sec 

-6 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Secret Shrine 

T500 

15 sec 

-8 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Tech Lab 

M,000 

MO sec 

-15 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Tiberium Chemical Plant 

3,000 

30 sec 

-15 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

LUar Factory 

2,000 

20 sec 

-5 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 


Nod Support Structures 


Name 

Cost 

Time 

Energy 

Health 

Rochet 

Gun 

Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Oisruption Toijuer 

!,□□□ 

10 sec 

-10 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Laser Turret 

1,200 

12 sec 

-10 

3,000/ 

!,□□□ 

50% 

25% 

75% 

100% 

1% 

Cannon 

350 

Instant 

mo 

Obelisk of Light 

1,800 

18 sec 

-15 

7,500 

50% 

25% 

75% 

100% 

1% 

Cannon 

375 

Instant 

3,000 

SRM Turret 

800 

8 sec 

-6 

3,000/ 

1,000 

50% 

25% 

75% 

100% 

1% 

Rocket 

M50 

250 

375 

Shredder Turret 

600 

6 sec 

-6 

3,000/ 

1,000 

50% 

25% 

75% 

100% 

1% 

Gun 

350 

750 

150 

Temple of Nod 

5,DDD 

50 sec 

-20 

2D,D0D 

50% 

25% 

75% 

!□□% 

1% 

Cannon 

Infinite 

Instant 

2D,DD0 

Tiberium Silo 

500 

5 sec 

-3 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 


Name 

Cost 

Time 

Energy 

Nod Other Structures 

Health Rochet Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

1 Outpost 

1500 

1 15 sec 

0 

2,000 

100% 

100% 

100% 

100% 

1% 
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Nod Infantry Units 

Name 

Cost 

Time 

moue 

Health 

Rochet 

Gun 

Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Black Hand 

900 

9 sec 

MO 

9,700 

50% 

100% 

50% 

75% 

500% 

Grenade 

180 

Instant 

180 

Commando 

9,000 

90 sec 

60 

500 

95% 

100% 

50% 

75% 

500% 

Sniper 

300 

500 

500 

Fanatics 

800 

8 sec 

70 

750 

95% 

900% 

50% 

75% 

500% 

Grenade 

90 

Instant 

500,000 

Militant Rocket Squad 

MOO 

M sec 

35 

300 

50% 

100% 

50% 

75% 

500% 

Rocket 

950 

900 

500 

Militant Squad 

900 

9 sec 

35 

360 

50% 

100% 

50% 

75% 

500% 

Gun 

950 

Instant 

95 

Saboteur 

500 

5 sec 

30 

75 

95% 

100% 

50% 

75% 

500% 

— 

— 

— 

— 

Shadouu Team 

800 

8 sec 

80/100 

1,900 

95% 

100% 

50% 

75% 

500% 

Sniper 

900 

Instant 

190 


Nod Uehicle Units 

Name 

Cost 

Time 

(Yloue 

Health 

Rocket 

Gun 

Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Rttack Bike 

600 

6 sec 

IMO 

800 

100% 

75% 

100% 

75% 

1% 

Rocket 

950 

900 

600 

Rvatar ULIarmech 

3,000 

30 sec 

50 

10,000 

100% 

95% 

100% 

95% 

1% 

Cannon 

350 

Instant 

1,000 

Beam Cannon 

1,000 

10 sec 

75 

3,000 

75% 

50% 

100% 

50% 

1% 

Cannon 

500 

Instant 

— 

Emissary 

1,500 

15 sec 

100 

9,000 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 

Flame Tank 

1,000 

10 sec 

75 

3,700 

75% 

95% 

900% 

95% 

1% 

Grenade 

100 

Instant 

900 

Harvester 

1,000 

10 sec 

75 

5,000 

75% 

95% 

110% 

95% 

1% 

— 

— 

— 

— 

MCV 

9,500 

95 sec 

60 

10,000 

75% 

95% 

100% 

95% 

1% 

— 

— 

— 

— 

Raider Buggy 

MOO 

M sec 

130 

1,500 

50% 

50% 

100% 

50% 

1% 

Gun 

950 

Instant 

95 

Scorpion Tank 

800 

8 sec 

90 

9, MOO 

75% 

95% 

100% 

95% 

1% 

Cannon 

975 

1,000 

500 

Stealth Tank 

1,000 

10 sec 

190 

1,875 

75% 

95% 

100% 

95% 

1% 

Rocket 

975 

900 

1,500 


Nod Aircraft Units 

Name 

Cost 

Time 

(Yloue 

Health 

Rocket 

Gun 

Cannon 

Grenade 

Sniper 

class 

Range 

Speed 

Damage 

Carryall 

N/R 

N/R 

100 

750 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 

Venom 

700 

7 sec 

30 

1,800 

100% 

100% 

100% 

100% 

1% 

Gun 

900 

Instant 

35 

Vertigo Bomber 

1,800 

18 sec 

165 

3,000 

100% 

100% 

100% 

100% 

1% 

Gun 

100 

900 

10 
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Name 

Cost 

Time 

Energy 

Serin Production Structures 

Health Rocket Gun Cannon Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

□rone Platform 

2,500 

25 sec 

10 

20,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Extractor 

2,000 

20 sec 

-6 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Foundry 

1,500 

15 sec 

-10 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Gravity Stabilizer 

1,000 

10 sec 

-7 

6,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Nerve Center 

1,500 

15 sec 

-8 

5,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Portal 

600 

6 sec 

-5 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Reactor 

600 

6 sec 

20 

M,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Signal Transmitter 

3,000 

30 sec 

-10 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Stasis Chamber 

1,200 

12 sec 

-8 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Technology Rssembler 

M,000 

MO sec 

-10 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

LUarp Sphere 

2,000 

20 sec 

-6 

10,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 


Name 

Cost 

Time 

Energy 

Serin support structures 

Health Rocket Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Buzzer Hive 

600 

6 sec 

-7 

1,600 

50% 

25% 

75% 

100% 

1% 

Sniper 

MOO 

Instant 

120 

GroLJuth Rccelerator 

1,500 

15 sec 

-5 

3,000 

50% 

25% 

75% 

100% 

1% 

— 

— 

— 

— 

Photon Cannon 

1,200 

12 sec 

-8 

M,000 

50% 

25% 

75% 

100% 

1% 

Cannon 

350 

MOO 

700 

Plasma Missile Battery 

800 

8 sec 

-7 

7,000 

50% 

25% 

75% 

100% 

1% 

Rocket 

M50 

300 

750 

Rift Generator 

5,000 

50 sec 

-15 

20,000 

50% 

25% 

75% 

100% 

1% 

Cannon 

Infinite 

Instant 

20,000 

Storm Column 

1,500 

15 sec 

-12 

6, MOO 

50% 

25% 

75% 

100% 

1% 

Rocket 

375 

Instant 

2,500 


Name 

Cost 

Time 

Energy 

Serin Other Structures 

Health Rochet Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Lightning Spike 

1,000 

10 sec 

0 

3,000 

50% 

25% 

75% 

100% 

1% 

Cannon 

375 

Instant 

290 

Outpost 

1,500 

15 sec 

0 

2,000 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 
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Name 

Cost 

Time 

(Yloue 

Serin Infantry Units 

Health Rocket Gun Cannon 

Grenade 

Sniper 

class 

Range 

Speed 

Damage 

Rssimilator 

500 

5 sec 

30 

75 

25% 

100% 

50% 

75% 

100% 

— 

— 

— 

— 

Buzzer 

200 

2 sec 

75 

250 

25% 

50% 

25% 

50% 

100% 

Gun 

150 

Instant 

10 

Disintegrator 

300 

3 sec 

50 

350 

25% 

75% 

50% 

75% 

100% 

Rocket 

100 

Instant 

M50 

Mastermind 

T500 

15 sec 

90 

1,250 

25% 

100% 

50% 

75% 

100% 

— 

200 

Instant 

— 

Shock Trooper 

800 

8 sec 

65 

900 

25% 

100% 

25% 

100% 

100% 

Rocket 

300 

MOO 

225 


Name 

Cost 

Time 

moue 

Serin Uehicle Units 

Health Rocket Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Rnnihilator Tripod 

3,000 

30 sec 

60 

7,500 

75% 

25% 

100% 

25% 

1% 

Cannon 

350 

MOO 

500 

Corruptor 

1,000 

10 sec 

60 

2,500 

75% 

25% 

100% 

25% 

1% 

Grenade 

100 

Instant 

MO 

□evourer Tank 

1,M00 

m sec 

55 

3,200 

75% 

25% 

100% 

25% 

1% 

Cannon 

350 

Instant 

500 

Explorer 

1,500 

15 sec 

100 

2,000 

100% 

100% 

100% 

100% 

1% 

— 

— 

— 

— 

Gun LUalker 

700 

7 sec 

75 

2,500 

75% 

25% 

100% 

25% 

1% 

Gun 

300 

Instant 

80 

Harvester 

1,000 

10 sec 

75 

7,500 

75% 

25% 

110% 

50% 

1% 

— 

— 

— 

— 

Seeker 

800 

8 sec 

90 

2, MOO 

75% 

25% 

100% 

50% 

1% 

Rocket 

250 

MOO 

375 


Name 

Cost 

Time 

moue 

Serin nireraft Units 

Health Rochet Gun Cannon 

Grenade 

Sniper 

Class 

Range 

Speed 

Damage 

Devastator LUarship 

2, MOO 

2M sec 

60 

6,250 

100% 

100% 

100% 

100% 

1% 

Grenade 

500 

300 

1,750 

□rone Ship 

3,000 

30 sec 

M8 

6,250 

75% 

25% 

100% 

25% 

1% 

— 

— 

— 

Instant 

Mothership 

5,000 

50 sec 

15 

30,000 

100% 

100% 

100% 

100% 

1% 

Cannon 

5 

Instant 

Extreme 

Planetary Rssault 
Carrier 

3,000 

30 sec 

MO 

12,500 

100% 

100% 

100% 

100% 

1% 

Cannon 

MOO 

Instant 

360 

Stormrider 

1,500 

15 sec 

175 

M,000 

100% 

100% 

100% 

100% 

1% 

Rocket 

350 

Instant 

100 
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AA Battery, 22, 212 

Advanced Base Defense, 

22, 31,41 

Advanced Infantry, 42 

Advanced Support Structure, 
21,31,40 

Aircraft-production facilities, 173 
Aircraft Production Structure, 20, 29, 39 
Aircraft Units, 18 
GDI, 26-27, 213 
Nod, 36, 215 
Serin, 44-45, 217 
Airfield, 20, 212 
Air Tower, 29, 214 
Albania, 81-86 
Alexandria, 70-73 
Amazon Desert, 124-27 
Andrews Air Force Base, 116-18 
Annihilator Tripod, 43, 162, 217 
Anti-Air Base Defense, 22, 31 , 40-41 
Anti-Infantry Base Defense, 22, 31-32, 40 
Anti-Vehicle Base Defense, 22, 31 , 40 
APCs, 25, 56-67 

Armor and Health Stats, see i/nder specific 
units & structures 

Armory, 20, 212 

Assault Aircraft, 27 

Assimilator, 42, 217 

Atlantic Coast, 127-29 

Attack Bike, 34, 114, 215 

Attacking, 8-10 

Attacte and Damage stats, see under 
specific units & structures 

Australia, 137-46 

Avatar Warmech, 34-35, 132, 215 

Ayers Rock, 144-46 


Backwater Brawl, 182, 183 

Barracks, 20, 212 

Barstow Badlands, 182, 184 

Base Concealment Structure, 31 

Base Construction, 101, 173-75 

Base Expansion Facility, 23, 32, 41 

Base Power Facility, 21 , 30, 39-40 

Basic Aircraft, 45 

Basic Infantry, 42 

Battle Base, 22-23, 212 

The Battle For Middle Egypt, 182, 200 

Beam Cannon, 35, 136, 215 

Berne, 100-102 

Black Hand, 32-33, 122, 215 

Black Hole, 45, 46 

Black’s Big Battle, 182, 185 

Black’s Bigger Battle, 182, 186 

Bloodhounds, 27 

Bordertown Beatdown, 182, 187 

Brazilian Yellow Zone, 124-30 

Bridge Gatehouse Towers, 47 

Brotherhood of Nod. see Nod 

Build Time, defined, 19, 211 

Buzzer Hive, 40, 216 

Buzzers, 41, 42, 159, 217 


Cairo, 74-76 
Calculating Damage, 19 
Campaign Walkthroughs, 5 
Cannon, defined, 19, 211 
Carryall Aircraft, 36, 215 
Casabad, 67-70 
Catalyst Missile, 37 
CDI’s Mammoth Tank, 17 
Class, defined, 19, 211 
Cloaking Field, 37 
Cologne, 97-100 

Commando, 23, 33, 62-63, 119, 213, 215 
Command Post, 21, 212 


Construction Vehicle, 26, 35 
Construction Yard, 21, 29-30, 214 
Control and Conquer, 172-73 
Co-op Tactics, 179-81 
Corruptors, 43, 164, 217 
Cost, defined, 211 
Crane, 21,30, 212, 214 
Crater of Carnage, 182, 188 
Croatia, 77-81, 163-65 


Damage, defined, 19, 211 
Deadly Sertao, 182, 190 
Dead Six, 182, 189 
Death Valley, 182, 191 
Decoy Army, 37 
Defense Power, 46 
Defense-Related Info, 19 
Defense turrets, 173 
Defensive Power, 37, 46 
Defensive Tower, 47 
Devastator Warship, 44, 45, 162, 217 
Devourer Tank, 43, 161, 217 
Disintegrators, 42, 158, 217 
Disruption Tower, 31, 214 
Downtown Dustbowl, 182, 192 
Drone Platform, 39, 216 
Drone Ship, 44, 217 


Eastern Europe, 77-^1, 130-37 
Eastern Seaboard of the United States 
GDI Campaign, 55-66 
Nod Campaign, 113-24 
Egypt, 67-76 
Elite Infantry, 23, 42 
Emissary, 35, 215 
EMP Control Center, 47 
Engineer, 23-24, 53-54, 213 
Europe, 157-67 

see also Eastern Europe; Northern 
Europe 

Expansion Points, 48 
Explorer, 44, 217 
Extractor, 39, 216 
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Factions, 15-49 
Faction Sections, 5, 18-19 
Faction Tactics, 176-79 
Fanatics, 32, 33, 110, 215 
Favorite Faction, 169 
Firehawks, 26-27, 84-86, 213 
FiameTank, 35, 122, 215 
Fon/vard Defensive Structure, 22-23 
Foundry, 39, 216 
Foxhoie, 23, 212 
Frontier Fracas, 182, 193 
Fuel Drums, 48 

G 

Garrisonable Structures, 47 
GDi 

Aircraft Units, 26-27, 213 
Campaign, 51-108 
Co-op Tactics with Nod, 180 
Co-op Tactics with Serin, 180-81 
Faction Tactics, 176-77 
Grenadier Squad, 47 
Infantry Units, 23-24, 213 
Other Structures, 22, 212 
Production Structures, 20-22, 212 
Support Powers, 27-28 
Support Structures, 22, 212 
Vehicle Units, 24-26, 213 
GDi Airborne, 27 
Generai info, 19 
Generais series, 5 
Giobai Defense initiative, 20-28 
Goddard Space Center, 109-12 
Gravity Stabilizer, 38, 39, 216 
Grenade, defined, 19, 211 
Grenadier Squad, 24, 56, 213 
Ground Controi Bonus, defined, 19 
Ground Zero, 106-8, 182, 194 
Growth Accelerator, 40, 216 
Guardian Cannon, 22, 212 
Gueriiia, 168 

Gueriiia Warfare, 177, 178, 179 

Gun, defined, 19, 211 

Gun Waiker, 43, 44, 158, 217 


H 

Hampton Roads, 61-63, 118-21 

Hand of Nod, 30, 214 

Harvesters, 25, 35, 43, 44, 213, 215, 217 

Heaith, defined, 19, 211 

Heaith Bars, 10-11 

Heavy Aircraft, 27 

Heavy Artiiiery Waiker, 25 

Heavy Assauit Waiker, 34-35, 43 

Heavy Bomber, 36-37 

Heavy Capital Ship, 45 

Heavy Tank, 25-26 

He Who Hesitates is Lost, 169-70 

High-Tech Advancement Structure, 

21.30.40 

Hit-and-Run Tank, 36 

j 

infantry-production faciiities, 173 
infantry Production Structure, 30, 39 

infantry Support & Production Center, 

20. 30. 40 

Infantry Units, 15-16 
GDI, 23-24, 213 
Nod, 32-34, 215 
Serin, 41-42, 217 

Intelligence Power, 28, 37, 46 

Ion Cannon Control Center, 22, 27, 212 

Ion Storm Control Center, 48 

Italian Hills, 149-51 

Italian Red Zone, 102-5, 147-56 

Italy, see Italian Hills; Italian Red Zone; 
Northern Italy 

J 

Juggernauts, 25, 90-91, 213 

K 

Kane's Tower, 154-56 
Knowledge Is Power, 170-71 


Langley AFB, 58-60 
Laser Turret, 31, 214 
Level, 169 
Light Aircraft, 36 
Lightning Spike, 41, 46, 216 
Light Tank, 36 
Light Vehicle, 26, 35, 44 
London, 157-59 

M 

Mammoth Tanks, 25, 71-72, 213 
Master Computer Countermeasures, 37 
Masterminds, 42, 161, 217 
MCV, 26, 35, 213, 215 
Medium Artillery Vehicle, 35 
Medium Tank, 26, 35, 43 
Medium Vehicle, 43, 44 
Militant Squads, 33, 110-11, 215 
Mine Drop, 37 
Missile Squad, 24, 53, 213 
Modes, 168-69 
Mothership, 45, 46, 167, 217 
Movement Speed, defined, 19, 211 
Moving Units, 8 
Multiplayer, 6, 168-210 
Maps, 181-82 
Munich 

GDI Campaign, 92-94 
Serin Campaign, 160-63 

Mutant Hovel, 48 

N 

Name, defined, 211 

Nerve Center, 39, 216 

Network mode, 168 

Neutral Structures and Objects, 47-49 

Nod 

Aircraft Units, 36, 215 
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Plasma Missile Battery, 4CM1, 216 
Portal, 39, 216 


Black Hand, 47 
Campaign, 109-56 
Co-op Tactics with GDI, 180 
Co-op Tactics with Serin, 181 
Faction Tactics, 177-78 
Flame Tank, 47 
Infantry Units, 32-34, 215 
Other Structures, 32, 214 
Production Structures, 29-31, 214 
Support Powers, 37-38 
Support Structures, 31-32, 214 
Vehicle Units, 34-36, 215 
see also Temple of Nod 
North Carolina Badlands, 50-54 
Northern Europe, 92-102 
Northern Italy, 147-49 
Nuclear Missile, 37 

O 

Obelisk of Light, 29, 31,214 
Objectives/Player Status, 12 
Offense-Related Info, 19 
Offensive Power, 28, 37, 38 
Online mode, 168-69 
Operations Center, 30, 214 
Operation Stiletto, 152-54 
Orca, 26, 27, 54, 213 
Orca Strike, 28 
Orone Platform, 39 
Outback, 137-39 
Outpost, 23, 32, 41, 212, 214, 216 

P 

The Pentagon, 55-57 

Phase Field, 45, 46 

Photon Cannon, 40 

Pipeline Problems, 182, 195 

Pitbull, 25, 26, 60, 213 

Planetary Assault Carrier, 45, 162, 217 

Planetary Assault Centers, 44 


Power, defined, 19, 211 
Power Meter, 11 
Power Mode, 12 

Power Plants, 21, 29, 30, 38, 212, 214 
Power-supplying structures, 173 
Predator Tanks, 25, 26, 66, 213 
Prerequisites, defined, 19 
Primary Base Construction Facility 
GDI, 21 
Nod, 29-30 
Serin, 39 

Production Structures 

GDI, 20-22, 212 
Nod, 29-31, 214 
Serin, 39-40, 216 

Production Tabs, 13 
Prologue, 50-54 

R 

Radar, 12 

Radar Jamming Missile, 37 
Radar Scan, 28 
Raider Buggy, 35, 114, 215 
Range, defined, 211 
Ranked Matches, 169 
Reactor, 39-40, 216 
Reconstniction Drones, 45, 46 
Red Alert series, 4-5 
Redzone Rampage, 182, 196 
Refinery, 21, 30, 212, 214 
Reinforcement Bay, 48 
Reinforcement Power, 27-28, 46 
Repair mode, 12 
Replays, 169 

Resource Enhancement Structure, 40 
Resource Power, 37 
Resource Storage Facility, 22, 32 
Resource Vehicle, 25, 44 
Rifleman Squad, 23, 24, 51-52, 213 


Riff Generator, 41, 216 
Rigs, 25, 26, 76, 213 
Riverside Rumble, 182, 197 
Rocket, defined, 19, 211 
Rock-Paper-Scissors, 15 
The Rocktagon, 182, 201 
RTS Strategies, 169-75 
Rusher, 168 
Rushing, 176, 177, 179 

S 

Saboteur, 33, 110, 215 
SAM Turret, 31, 214 
Sarajevo, 86-91, 134-37 
Scorpion Tank, 36, 126, 215 
Scout Vehicle, 34 
Serin 

Aircraft Units, 44—45, 217 
Buzzers, 47 
Campaign, 157-67 
Co-op Tactics with GDI, 180-81 
Co-op Tactics with Nod, 181 
Corruptor, 47 
Faction Tactics, 1 78-79 
Infantry Units, 41-42, 217 
Other Structures, 41, 216 
Production Structures, 39-40, 216 
Support Powers, 45-46 
Support Structures, 40-41, 216 
Vehicle Units, 42-14, 217 

Secondary Base Construction Facility, 
21,30,39 

Secret Shrine, 29, 30, 214 
Seed Tiberium, 37-38 
Seeker, 43, 44, 158, 217 
Selecting and Grouping Units, 7 
Sell mode, 12 

Shadow Strike Team, 38, 111-12 
Shadow Team, 34, 215 
Sharpshooter Team, 28 
Shock Troopers, 42, 217 
Shockwave Artillery, 28 
Shredder Turret, 31-32, 214 
Shroud Clear, defined, 19 
Sidebar Slots, 13 
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Signal Transmitter, 40, 216 
Six Shooter Showdown, 182, 198 
Skill, 169 

Skirmish Mode, 168 
Slovenia, 130-33 
Small Town USA, 182, 199 
Sniper, defined, 19, 211 
Sniper Team, 24, 59, 213 
Sonic Emitter, 22, 212 
Space Command Uplink, 21, 212 
Speed, defined, 19, 211 
Sportsmanship, 169 
Stance and Move/Attack Icons, 14 
Stasis Chamber, 40, 216 
Stasis Shield, 45, 46 
Stationary Rifleman Defense, 23 
Stealth Tank, 36, 128, 215 
Steamroller, 168 
Steamrolling, 176, 177, 178-79 
Storm Column, 41, 216 
Stormrider, 44, 45, 159, 217 
Stuttgart, 94-97 

Subway Entrances and Hubs, 48 
Superheavy Capital Aircraft, 45 
Supen/veapon, 27, 37, 46 
Supenveapon Countdown Icon, 14-15 
Superweapon Structure, 22, 32, 41 
Supply Crates, 49 
Support Power Icons, 14 
Support Powers 
GDI, 27-28 
Nod, 37-38 
Serin, 45-46 
Support Structures 
GDI, 22, 212 
Nod, 31-32, 214 
Serin, 40-41, 216 
Suppression, defined, 19 
Supression, defined, 19 
Surveyor, 26, 72-73, 213 
The Swarm, 46 
Sydney 

City Wall, 140-42 
Downtown, 142-44 


Tech Advancement Structure, 
21,30,39,173 

Tech Center, 21, 212 

Tech Lab, 30, 214 

Technology Assembler, 40, 216 

Tech Tab, 30 

Temple of Nod, 32, 214 

Threshold 19, 165-67 

Tiberian series, 4 

Tiberium, 49 

Tiberium Chemical Plant, 31, 214 

Tiberium Gardens III, 182, 203 

Tiberium Processing & Storage Facility, 
21,30,39 

Tiberium Reserve, 12 
Tiberium Silo, 22, 32, 48, 212, 214 
Tiberium Spike, 48 
Tiberium Vapor Bomb, 38 
Tiberium Vibration Scan, 46 
Tiber River Valley, 182, 202 
ToolTips, 11 
Top Gun, 182, 204 
Tournament Arena, 182, 205 
Tournament Desert Redux, 182, 206 
Tournament Dustbowl, 182, 207 
Tournament Tower, 182, 208 
Transport Aircraft, 27, 36 
Triple Threat, 182,209 
Troops per Unit, defined, 19 
Turret, 29 
Turtle, 168 

Turtling, 176, 177, 178 

y 

Unfair Advantage, 182, 210 

United States, see Eastern Seaboard of the 
United States 

Unit/Structure Info Panel, 13 


Utility Infantry, 42 
Utility Power, 37, 46 
Utility Vehicle, 26, 35, 44 

y 

Vehicle-production facilities, 173 
Vehicle Production Structure, 22, 31, 40 
Vehicle Units, 16-18 
GDI, 24-26, 213 
Nod, 34-36, 215 
Serin, 42-44, 217 
Venom Aircraft, 36, 120, 215 
Versatile Transport Vehicle, 25 
Vertigo Bomber, 36-37, 128, 215 
Veterancy Rante, 10-11 
Viewpoint Controls, 6-7 
Vision Range, defined, 19 
V35 0x,27, 213 

W 

War Factory, 22, 31, 212, 214 
Warp Sphere, 40, 216 
Washington DC, 121-24 
Watchtower, 22, 212 
The White House 

GDI Campaign, 64-66 
Nod Campaign, 113-15 
Wormhole, 46 

Z 

Zone Trooper Drop Pods, 28 
Zone Troopers, 23, 24, 68-70, 213 
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Localization manager: 

Joel Bbrjel 

EUROPEuniocmizuTionunDinTEGRiiTion 


Nina Dobner 

Talent manager: 

Marci Galea 

Production Services, Los Angeles Set: 

BeachHouse Films, Executive Producers: 
Dave and Patti Coulter 

Production Services, Hawaii Set: 

Pacific Focus, Producers: Jason Suapaia 
and Rngie LaPrete 

Set and Production Designer: 

Cherie Baker 

Costume Designer: 

Poppy Cannon-Reese 

Set and Prop Creation Studio: 
Renegade Effects Group 
Director of Photographg, Los Angeles: 
Rich Schaeffer 

Director of Photographg, Hawaii: 

Dennis Burns 

Additional Live Action Direction: 

Habib Zargarpour 

Behind the Scenes Crew 

Justin Lupin, Isaac Rodriguez, Gary LUright 

Supporting Holes: 

Rrt Chudabala, Shanon Cook, Dragon 
Dronet, Shauntay Hinton, John Huck, Daniel 
C. Kucan, Madison Mason, Masha Sapron, 
Julian D. Stone 


Joe Ruvel, Dan Schoenblum, Bill Sherman, 
Bill LUatters, David LUright 

EPORV SUPPORT 

Uendor Coordinator: 

Rlexis Beamon 

Project manager: 

Kate Bigel 

Director of Pipeline/Process: 

Richard Brous 

Senior Development Director: 

David Schuuartz 

TESTIUG 

Senior QA manager: 

Rlex Plachouuski 

QA Project Lead: 

Sean Shimoda 

QA Lead Tester: 

Brett Yagi 

QA Engineers: 

Bill Colby 
Steven Hoey 

Testers: 

Zephirin Broussard, Laura Cabrera, Rdam 
Carrillo, Sam Chaquorzahi, Nicholas Clifford, 
Kevin Dandridge, Robert Dryburgh, Jeremy 
Feasel, Steve Gonzalez, Trevor Gray, Jared 
Greene, Zachariah Groll, Chris Gyselinck, 


localization Production: 

Daniel RIcazar, Jorge Colomar, Rodrigo 
Garcia del DImo, Isabel Guijarro, Sergio 
Vargas 

Localization Coordination: 

Mattias Rbrahamsson, Elixabete RIdama, 
Bettina Bachon, Enrico Balducci, Lionel 
Berrodier, Nathalie Bonin, Nathalie Duret, 
Marcel Eisner, RIejandro Gomez, Rndreas 
Grabner, Marcin KrbI, Jiri Maikusiak, 

Stefano Mozzi, Jakub Nouuicki, RIessandro 
Paglia, Rndreas Pajarinen, Pauuef Pasz- 
kouuski, Rna Esther Rodriguez, Santiago 
Rubira, Jim Soedirman, Natalie Smeets, 
Chatarina Stambleuuski, Larissa Strigachova 

localization Programming: 

Virginia Cano Rbella , Pedro RIfageme, Yago 
Rntonio, Ivan Rrroyo , Sergio D. Jubera, 
Mario Bergantihos, Inigo Bermejo, Rndres 
Gine, Jose Pablo Hernandez, Juan Pablo 
Magarifio, Jesus Martinez, Diego Merayo 
Merayo, Gonzalo Rodriguez Dsete, Patrick 
C. Payne, Danilo Jose Guerrero Rodriguez, 
Ignacio Rodriguez, Daniel Vazquez Romero, 
Fernando San Nicolas, Javier Santiago, 

Julio Vadillo 

Localization Team: 

Sebastian Pico, RIvaro Font, Jarib Vazquez, 
Theofanis Rnestopoulos, Giorgio Rnselmi, 
Thomas Baedorff, Robert Bock, Marcin 
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Localization Team (continued]: 

Bojko, Moos Boulogne, Michael Brostrom, 
Plain Campanario, Ryszard Chojnouuski, 
Sylvain Deniau, Bus Diaz, Lucas Dupleix, 
Freddy Fleuret . Mathias Geissler. Jabato 
Glez, Florian Graf, Dario Guzzeloni, Norbert 
Horvath, Rna lllundain, Dzeve ka Karolis, 
Daniel Kroner, Rrtur Kruczek, RIessio 
Maccabelli, Fabio Maccari, Thi Thao Mai, 
Jacek Niezgoda, Daniel Nilsson, Jerome 
Peter , Rlex Polle, Rafael Santamarta, 
Fredrik Sigeman, Javier Somoza, Fontolo 
INICID - tough loc. 

LR MRRQUE RD5E 
Logrus International 

PRE5TD - P EKLRDRTEL5KE CENTRUM s.r.o 
Softclub 

Synthesis international S.rJ. 

TECNI5DN 5.R. 
toneuuorx GmbH 

OSIOtllOCOUZOTIOHOtlDItlTEGRIITIOtl 

localization Production: 

Jason Chen, Nice Lee, Pisit Pluempatanakij, 
Jazz UUang 


SPECIRlTHRilKS 


Localization Coordination: 

Diane Ng 

Localization Programming: 

Lei Tan 

Language Testers: 

Crespo Sun, Thantida ULIarunyaporn 

Translators: 

Sky Lin, Damrong Panich 

mOTIOtICRPTURE 

motion Capture Facilitg: 

ER LUorld ULIide Motion Capture Studio 

motion Capture Specialists: 

Paul Cech, Ryan Hietanen 

motion Capture Talent: 

Jessica Clark, Jeffery Fisher, Trevor Jones 

mRRKETinGRnDPURUCRElRTIOnS 

marketing Director: 

Craig Duuens 

Product manager: 

David S. Silverman 

Senior Publicist: 

Brooke Cahalane 


marketing Assistant: 

Joseph Korsmo 

Senior Uideo Editor: 

Dreuu Stauffer 

marketing Assistant/Assistant Uideo 
Editor: 

Rbby Zirkle 

marketing Uideo Editor: 

Chase Boyajian 

European marketing Team: 

Miles Beeson , Sara Marshall, Jon Rissik 

Documentation: 

Sharon Drtiz 

Documentation Lagout: 

Christopher Held 

MPEG Layer-3 audio coding technology 
licensed from Fraunhofer IIS and THDMSDN 
multimedia. 

This product contains softuuare technology 
licensed from GameSpy Industries, Inc. © 
1999-2007 GameSpy Industries, Inc. Rll 
rights reserved. GameSpy and the “Pouuered 
by GameSpy" design are trademarks of 
GameSpy Industries, Inc. Rll rights reserved. 

This product contains softuuare technology 
licensed from Dn2 Technologies, Inc. Dn2 
technology © 2003 Dn2 Technologies, Inc. 
Rll rights reserved. 

Speex codec: © 2002-2003, Jean-Marc 
Valin/Xiph.Drg Foundation 


To everyone at ERLR for their support, especially Neil Young, Darrell Rodriguez, Louis Castle, Marcel Samek, Christina Sauuyer, Susan Dtto, UUilly 
Reese, Kriste Stull, Carl Hughes, Jarrod Voth, Rian Yu, Mel Resonable, Peter Navin, Jonathan Lutz, Clive Douunie, J. Rrcadia Kim, and Michael Lee. 

Rnd to everyone at Electronic Rrts for their support, especially Larry Probst, Bing Gordon, LUarren Jenson, Gerhard Florin, Frank Gibeau, Paul Lee, 
David Gardner, Gabrielle Toledano, Glenn Entis, Nancy Smith, Joel Linzner, John Schappert, Mike Quigley, Pete Larsen, John Burns, Corey Higgins, 
Nathan Carrico, Tim "75,000" Moore, Cherrie Chiu, RIonso Velasco, Rmber Mayo, Derek Chan, Lisa Leyba, Carter Edgerton, Pat D’Brien, Dndraus 
Jenkins, Doug Scott, Dan Davis, Jaap Tuinman, Jonathan Long, ER Legal Team, NR Sales Team, Mastering Lab, Plasma, Customer Quality Control, 
and the European Certification Group. 


The team uuould like to thank their family and friends. ULIithout their support, this game uuould not have been possible: 

Maha C Ramzi Rjami, Deborah, Stephen, C Rian Barkley-Yeung, The Barsana Family, Rllan, Caroline, CTom Bass, Jody C Jim Bender, Courtney 
Bishop, Boneless, Jim C Vicki Brubaker, Rpril, ULIes, Kelly, CChelsie Bouuen, The Boyington Sibs, Ethan Brouuder, Rnda Cthe Chen Tuuins, Cathy 
Cthe Chouu Family, Susan C Caroline Corry, John C Lisa Csiscery, Eric C Coby Dahlstrom, Brandyn Davis, Ron, Laurie, Lauren, C Fletcher Davis, 
Dyana Demarco, Rebecca CRocco Dominguez, Duplicitron, Rlex Elliott, Elizabeth Estline, Eric C Victoria Frailer, Rouuena Garrett, Tom Gerber, Kath- 
leen Gomes, Jill Goodall, Julie Grey, Rlexandra C Lynn Hayes, Felicity Hendricks, Sovirya Heng, Rnna Hall C Della Holmes, Vanya Holt, Jason Huck, 
Lynn CTom Hughes, Rllen C Margaret Jacobson, Patricia Jacobson, Gillian Jarvis, Diana Jassak, Greg Jones, Lothell Jones, The Kahan Family, Jade 
Kao, The Kasavin Family, Miriam Knof, Niko La Torre, Kelly Merrill Lancy, Katherine Lee, Elizabeth Levy, Penny Rngel-Levy C George Levy, Miranda 
Li, Daniel LImon, The Luzniak Clan, George C Jackie Luzniak, George C Ruth Luzniak, Kal LUongchinda Luzniak, Kittaya Luzniak, Dksana Luzniak, 
M.M., MMJB, Megan C Richard Ma, Dceanis, Jezebel, C Vanessa McCarthy, Lori, Travis, C Megan Machin, Ian MacKaye, Katrina Macrae, Chris C 
Rmanda Manfred, Bryan C Rllison Manfred, Leakana, Nareth, C Family May, Larysa C Chris Meyer, Micro, Kim Middleton, Michael Miller, Barbara 
Moldavon, Casey Moldavon, Sherman C Ida Moldavon, Laraine and Dink Moniz, Ninjamassa, Susan M. Noerper, Tim Norton, Loan Hue Dng, Natalie 
Drphan, Schanette Dsborne, The Panganiban Family, Jake Pathe, Rdam Pfahler, Heidi Poon, Mom Poon, Dzone C Turbo Poon, The Posnacheuusky 
Clan, Rtam Rao, Krista, Cameron, CMakenna Richey, Rlec Robinson, Keri Robinson, Pat “Cookie Mom" Robinson, Patricia, Kylie C Clarissa Rogers, 
Shauuna Rohr, Erin C Elliott Schaefer, Celeste Schield, Blake Schuuarzenbach, Rima Singh, Clive C Sheryl Smith, Ian C Sylvia Smith, Richard C Lisa 
Smith, Trevor Somers, Sothis, Jean, Roland, C Christian Soucy, Emily Spaulding, Ben Springer, Matt Sullivan, Jean Tai, Lisa Tamburrino, Martha 
Tapia, Lynne Matthies Taylor, Richard C Leah Taylor, Cory C BouuserTong, The Family Torres, Eva Urena, Jehan Valiente, Paula Verdu, Tom, Bob, C 
Rnn Vessella, Eric Volcano, Maggie C Ethan LUar, Elizabeth Grace, Jonathan, C Daniel UUilliams, Roscoe C Fern UUilliams, Steve C Venita LUilliams, 
Christy LUise, Tim C Krista ULIolliueber, Tara LUong CThe Big Fella, Pichit C Darunee LUongchinda, Ray C Julie LUongchinda, Raulette LUoods, LUendy 

Yang, Bless Yee, Ying, Kennedy Jacob Ynclan, Ernest C Margret Yun, Tong Zhou 


LUe’d also like to thank the entire Command C Conquer community for their undying support and passion 
for this series and inspiring us through the development of this game. 

Join Us. UJe See Farther. 
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